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BUSHING 




News has broken of a rwarkable new 
tovtlopaent in the field of desktop 
publishing, AR8, producers of the highly 
succesful AKX fuse, have released the MX 
FagenaJter that they clain will 
give you 'freedom of the press'. 
Kamjj seewnsly wild, 
claws have been Made for the 
product but official 
confirmation of its potential cones froa a 
review in the Feb *87 issue of fostrad Action, 
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A frightening new disease is steeping the 
eountry, apparently contracted by playing a 
mm gaae called Starglider, Sufferers are 
unable to leave their cojputers alone and 
when pulled away f r« then sit in a trance 
like state aablins liutf 
Novenia'. 

Kedii 
phenofl9twr' , 
aren't s» 




the first people to see the finished 
product Ifai irfll drool when you hear 
what ft£ ; s PageMaker can do/ Further 
investigation revealed that the package 
had 'the potential to create 
startlingly good newsletters, 
press releases, even snail 
nagizfws, 4 

thKKmf iraed eyewitness 
reports said that the publishers of several 
national daily newspapers, had been seen 
throwing thenselves off tall buildings, after 
reading the M review of PagetaJcer. One 
ex-editor, *ade redundant by the arrival of 
PageMaker, told us Do you nean w? Heil if I 
get *y hands on those people at *S 111 rip 
their* (cent, p22> 
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Advanced desk-top publishing on your Amstrad 
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EDITORIAL • NEWS • LETTERS 

S 1 "ED-LINES 

The Ed spouts forth on the New Year. 

6 REACTION 

Praise, criticism and controversy from you. 

14 AMSCENE 

All that's fit to print and some that isn't. 

19 SUGARMAN 

Will our hero have a peaceful New Year? 



ACTION & ADVENTURE 



GAMES • MAPS • THE FILGRtM 

47 ACTION TEST STARTS HERE 

The full story on another bumper month for software. 

48 ALIENS 

The game of the film that you won't want to play alone. 



50 STARGLIDER-Mastergame 

Fabulous vector graphics in a space battle bursting with 
gameptay. 




54 PALITRON 

Isometric 3D action with superb use of colour. 

54 ANTIRIAD 

Great animation and scenery as you battle to tree Earth, 

60 THE HIVE 

The latest masterpiece from the people who brought you 
Ehte 

60 KAT TRAP 

Addictive frus! ration from new label Streetwise. 

64 SPACE HARRIER 

Fast, furious graphics and action in a cracking arcade 
conversion. 

64 XCEL 

A great budget game with delightful graphics and addictive 
action. 

7fi THE PILGRIM 

Strikes forth to discover Silicon £>reams, Apache Gold, Winter 
Wonderland and Dracula. 

90 HEARTLAND MAP 

Finding your way round Odin's graphic masterpiece. 



SERIOUS SIDE 



SOFTWARE • HARDWARE * PROGRAMMING 

20 MUSIC MACHINE 

Drums, piano, sound-sampling - loud and lovely. 



22 PAGEMAKER 

The answer to every would-be publisher's dreams. 




26 PROBLEM ATTIC 

More delving into the disk operating system. 

37 BOOTING UP CP/M - Part 8 

Wrapping up our series with a summary of past topics. 

42 ABSOLUTE BEGINNERS- Part 10 

Our course in Basic comes to a close, 

44 RED BOXES 

Can your Amstrad and Red Boxes run your home? 



INTERACTION 



CREATED BY YOU AND FOR YOU 

28 TYPE-INS 

Lota more lovely graphic demos, a new language and eveis a 
pet budgie! 

34 HOT TIPS 

How to gat the most out of your Bank Manager phis other 
handy hints, 

41 DAY IN THE LIFE 

How one medical man uses a 6128 at work and at play. 

74 CHEAT MODE 

Pokes, tips and maps galore. 

88 COMPETITION 

Results of the Master Blaster comp and a chance to win the 
Haslergarae. 

92 MAIL ORDER 

Order software from your armchair - its so easy. 

94 SPECIAL OFFERS 

Save, save, save on some great bargains. 





Spectrum £8.95 
Amstrad £9.95 
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Looking good for '87 



The Amstrad CPC machines are entering the new yeai as strong 
as they've ever been. The games are better than ever, the serious 
software ts mote varied and inieresling, and users are finding more 
arid more things that the Amstrad can do, 

This issue shows just what's possible when people put iheii 
minds 10 it- PageMaker has appeared at last and it was really worth 
waiting lor. If may well be the utility of the year. Anyone can now 
produce high-qualiiy newsletters t magazines, documents - even 
magazine covers! Just to show what a versatile beast you* AmsiTad 
is there's also the Music Machine to turn it into a drum machine, 
sound- sampler, piano and all-round musical genius. With these two 
products you'll never have heard your machine look or sound better. 

The Pilgrim is also having a bumper month with six pages 
packed with good things. As well as reviews he starts the 
programming feature in earnest and has a look back at last year's 
big adventures. 

Your own contributions are still the most vibrant sections of the 
mag with all that enthusiasm bursting through. Reaction is packed 
with stimulating letters. Type-ins are more varied and interesting 
than ever, there's a fascinating Day in the Life account from a 
medical man, and Cheat Mode is chock-a-block with your pokes 
and playing nps. 

On the games side there's Starglider as Mastergame and a 
competition to go with it, and a strong supporting cast including 
Aliens and Space Hairier. 

Here at the Old Barn we're just gearing up for the Christmas 
celebrations as we go to press, so don't be surprised if next month 
there's evidence of a few hangovers. Here's to 1987 let's hope it's 
as good 10 CPC users as 1986 was. 
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Tape tribulations 

OK, OK we know Doomd&rk's 
Revenge wasn't on the cover cass- 
ette - that was Firebird's mistake 
- And we know the sound digitizer 
wasn't either, that was our mistake. 
Humble apologies. To cheer you 
up, wcVe goi a little routine that 
will transfer the Druid demo to 
disk. 

Have a formatted disk ready in the 
drive, Wind ihe Christmas Aval- 
ancht? tape to the start of the Drjid 
demo. Ther, type in direct node 
(that is,, don't use line numbers) 
the following. Press the Return or 
Cnter key alter each of the nine 
commands. This will transfer the 
demo Lo disk; 
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No slashes 

«*.', rave a new typesetting mach- 
ine this month, which is still having 
teething problems so please 
warch out for a couple of points. 
In program listings, be careful to 
spot the difference between the 
number zero and the -titer O 
because we haven't been able to 
pot the slash on the zeroes. Re- 
member you will never find a 
letter m a data statement 

Also watch out for any hash 
jymbols (Shifted 3 key) -hat have 
pnnied as pound signs. We think 
IMfa spotted them all. but just in 
case. 

CB eomirT at ya 

III bet you're all wondering who 
the mysTerious CB is that appeared 
doir.g game reviews in the last 



issue, Well I can reveal all. It's 
Chris Boothman, a local lad who 
wi.l be doing game reviews for us 
from now on. Chris is 19, works 
as a computer operator and owns 
a 6138 with colour monitor 

Missing rave 

Another one of those naughty 
Rave symbols went trussing again 
last month. This time ii slipped off 
Sack to Reality. 



Hotline 

Oi;r phones are oper frgW 2 to 6 
on Monday afternoons for you to 
contact us with gueties regarding 
Type-ins and Cheat Mode. Airy 
other technical problems are best 
dealt with via letters because they 
frequently involve very long and 



Day in the Life 

This monlh Dr Patrick Harkin has 
shot to stardom with his account 
of how he uses his 6liB both m 
his work as a pathologist and at 
play, If you think other readers 
will bo interested in what you do 
with your Amstrad. whether its 
unusual, at work or at play Then 
get in contact with us and lame 
and fortune (well, a few crisp 
tenners actually} can be yours 



complicated solutions which are 
lime- consuming on the telephone. 
We'Q do our best to cope wiih 
problems, bul were not a tech- 
nical support service and our nme 
is binned because we have a 
magazine to produce, 
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From the north and from the far south, readers again 
this month have kept the Old Barn's postman busy. 
We've even had a few on PresteL Keep them coming! 



Full marks for vice 

Tour December Action Test re- 
viewed Miami Vice. It was given 
reasonable marks but the graph 
showed 100% on each, section, 

1 have a hint for the Firebird 
game Harvey tieadbangei: when 
you start you jus: go around the 
perimeter of the square anti- 
clockwise and you will trap the 
Other [Kirnon and get most Of the 
cocktails. 
Neil Curran 
Devizes, Wilts 

fid, it wasn't that good. Tool was 
doing another late-night session, 
it seems. 

Ind-X-rated 

] have read your magazine since 
the first issue, and must 
complimen! you on rhe qualify of 
writing and the maturity of outlook 
displayed within your covers. You 
maintain a pleasing balance be- 
tween she childish enthusiasm of 
some magazines and the dull stol- 
idity of others. 

I am not a computer owner 
but 1 constantly dream ol what 1 
will buy when I acquits sufficient 
funds Computer nugazu-.es are 
therefore, for me, a form of pomo- 
irraphy, feeding my idle fantasies, 
and AA has performed admirably 
in this role. Indeed my continued 
Merest in the Amatrad as an 
object of desire can be largely 
attributed to the wir and intelli- 
gence of AA's reviews and artic- 
les 

There is. however. Otic glar- 
ing omission from your pages that 
you should take immediate steps 
to rectify, A source of so much 
valuable information as AA is 
bo'ind to be used as a reference 
work. An essentia] item in any 
reference woTk is an index. When 
T finally possess an Amstrad I will 
constantly wish to refer to half- 
remembered artcles, reviews 
nps, pokes and programs. How 

6 AMSTRAD ACTION r**- 



am I to find them Without pains- 
taking search through a pile of 
magazines rapidly becoming dog- 
eared? 

This simple addition would 
sarisfy my scholarly mind and 
make perfect my enjoyment of 
AA. 

Ian Fraser fames 
Wfcitstable, Kent 

An ind$x vsould be handy mound 
the office ice, when Bob Wade's 
brain txn't hers to ask. One day. 

In the meantime faithful reader 
Julie Gilg of 9 Sylvan Ave, Exeter. 
EX4 GE8, keeps an index of game* 
r&views (50p 4 stamp). 



Nameless gremlin 

1 was playing Aligata s Defend or 
Die for about 10 minutes and was 

totally bored out of my skull, hj 
decided to press all the keys at 
the same time and crash. Instead 
this is what came Op on the screen: 

'After the enterptise operarmg 
system even another £&0 machine 
even the CPC 46 bloody 4 is a 
relief The prize for finding this 
hodden page is ihe height of your 
dreams with ... Gremlin's ... low- 
paid alternative to Tony Crowther. 
Hello to the South Manchester 
crowd at Ardwxk Banff Road and 
Longford Flsoe. 1 can often be 
found in the coiner of the Whit- 
worth Hotel and you are ail wel- 
come to drop in whenever you 
like and buy me as many pinrs of 

Pedigree as your Unk i i H i .duui 
will let you, Press enter to continue 
Borag Thung," 

Hope this letter is helpful in 
tracking him down ar.d buying 
him a pint. 
Alan MeGlattghlin 
Glasgow 

Methinks he had a little too much 
to drink already. 

Str 



WeVe not so bad 

I may have misjudged Amsirad 
Action. Issue 1 seemed to be all 
games reviews and, dare I say K, 
a bit childish, so I decided it was 

not for me. 

But I chanced to encounter 
issue 15 and how you've changed! 
Useful articles and reviews and, 
praise be, interesting letter pages 
with editorial comments only 
when necessary. Are back issues 
available? 

Enclosed is a bingo program 
as requested in Problem Attic. 
Dorene Cox 
Dagenham, Essex 



I hesitate to teply to this one. Back 
copses of issues 3, 4 (with cass- 
ette), S, 9, 10. 11. 12, It, 15 and IS 
and tha cassette that was on issue 
8 are plentiful So are bingo progs* 
Send no motet 



Tulip time 

Here's a tip for all budding gar- 
deners around the country. It you 
were wondering how yew Arnold 
could help you grow your Bowers, 
follow these instructions: 

► Fnt your Arnold through the 
liquidiser and pour into saucepan. 

► Add SGGg of sugar. 0664 owners 
may prefer to use the real thing.) 

► Add one bottle of jelling- agent 

► Bring to a rolling boil and pour 
into glass jars. 

► Store jars until early February, 

► Spread paste liberally around 
the place where you planted your 
bulbs. 

Wast lor a few weeks and - 
sure enough - your flowers will 
pop up from the ground, for every- 
body knows you get Tulips from 
Amstrad jam. 
Daniel Homer 
Miehinhampton, Glos. 



***** 



Barnum's time warp 

ft happens to every maga?fne in 
the end. What I mean is that your 
mag comes gut nearly a month 
eaily This might be good because 
we all gel our favourite mag nice 
and eirly. It also means that the 
Chnstmas issue ends up being 
January. Most other mags keep n 
to December, (With the result that 

1 sent you Christmas greetings 
early in tone tor the December 
issue. Do you keep ihose types of 
letters for the right issue?) 

Yon could print two January 
issues, the Christmas one and a 
January special so the February 
issue would be in February. How 
about that? 

I and many others are very 
anxious to get a copy of issue 1 or 

2 l.l want bcih) So as you have 
much ChrislmaS Cheer a: the ma- 
ment, could you next month, set 
aside a small column for anybody 
who has ar^ issue 1 or 2, or any- 
body who wants a I or 2. Just a 
name and an address should do. 




Tt-t^T.'^ it opeWT^eeM 
tje Le>ft* To W/*it eo&THe 




RE-ACTION 



Which word-proc? 

Hello, this is the Open Learning 
Centre in St Austell, Cornwall. 
Gouid you please adv^e me what 
is the best buy far the Ams'.rad 
machines in word-process ir.g 
packages? 1 have a student warn- 
ing to know which computer sys 
lem to bay Thank you very much. 
Richard Burridge 
St Austell, Cornwall 

Fd choose a CPC512S with Protect 
on rent The PCW would give you 
a printer but no possibility oi 
colour or propei sound, and Pre- 
text is better (hati LocoSCnpt. 



Users, unite! 

J would Uke to inform follow Am 
slidd Acuqts readers of a new uget 
group which 1 am running. 

For a minimal subscription 
fee members receive a bi-monthly 
newsletter, access to a public-do- 
main software Lbrary plus far toe 
much nuroe to list here. 

If anyone :s interested, please 
send me a stamp for nil] details, 
Gary Carter 

United Amstrad User Group 
1 Magnolia Close 
Farefcajn, Bants, P014 IPX 




I Could you print my address in 
I case anyone wants to contact me 
I specially? I for ore vAW purchase 
or 2 in almost any condition 
I • a£ paces present, preferably}. 

scholia 
I Boddesdon, Herts 

::c;v year in February. 

;ink the practice is 

me category as W.$& 

TTt^rr As for No. I, it's r&re wo 

Ivdy wanting to part 




He's got it on his little list 

If }-oure mto tista you may be interested in this little lot from Phil 
MaxileJd of Rothern&m You, can contact hint at fiis home address 
or phone number for more details. 

Amstrad Program Golds: This guide is probably the most 
oomprehcrsSiVL- available anywhere, It covens over 1100 programs 
and is coiissamly bey.g updated. The guide indicates program type, 
cos: on lape and disk, compatibility plus an assessment where 
HVHilable. 

Amstrad Chan: The besl to the worst of Amstrad software. A 
comtxliitiott of all the leading magazine reviews for Amstrad 
software from September 1994 to date, including issues 1 16 gf 
Amsfrad Action. Covers reviews on over 600 programs and is 
updated weekly. 

Infinite Lives Guide: An index of where to find aniinite-lives 
pokes, maps, adverrure tips and soJuiion:;. Covers over 150 games. 

These programs are available on d*sk as data fifes running 
under Ma$terfi!«, or as fiardeopy. 
Phil Mufield 
40" The Brow. Brecks 
Rothcrriam, S Yorkshire 
565 3HP Tel: (0109) 54 5055 
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Index two 

I'm sum many readers must feel 
as frustrated as 1 have in the past: 
you're stuck in a game and re- 
member seeing something a few 
months ago but can"! remember 
which issue, so you waste u'tne 
hunling through back issues hop- 
ing to turn up something which 
wilt help. 

I have spent a considerable 
time: compiling a joint index of 
Issues 3- IS of Amstrad Action and 
all issues up to ar.d including 
December 1966 of Amstrad Com- 
puter User. The index odvcis. 
some 500 commercial yames, ad- 
ventures and seme educational 

software- It Jells you where to find 
some 1,000 reviews, previews. 
pokes, clues, maps etc, and T 
believe it will prove an invaluable 

cmesaver to any dedicated 
games-player 

Copies are available from me 
for £1 plus a large SAE. 
Michael McFaul (subscrib 
67 Belmont Church Road 
Belfast, N. Ireland, BT4 3FG 



Independent's best 

Why is it rbat software houses who 
do nor specialise in the Arnold 
seem to produce the best games 
for it? Amsoft produces diabolical 
games and yet it is part of the 
Amstrad company Moreover 
most of its games cost CIO. Mi 
Sugar may produce brilliant com- 
puters, but f think he's forgotten 
about the home users and games 
addicts. 

And lastly a warning to ev- 
eyojie: do not buy a Trojan LP-1 
light pen. It works only every Other 
time, Another thing Amsrrad 
should work on. 

All said and done Amst:ad is 
the best and Td like to thank 
Amstrad Action far a magazine 
that shows us how to gei the mm 
oul of Arnold. 
R Heaney 
Edinburgh 

You $6# why we're proud tO C&M 
ourselves NOT an official Amstrad 
mag.' 



Moaning 

I write this letter, bored out of my 
skull by an alternative Amstrad 
mag. I vraA recently reading the 
November AA. After several of 
the letters f researched other He- 
action pages. 1 found many 
■moaning Letters, of a different 
kind. These letters were sent by 
people moaning about people 
moaning! And what's more, now 
I've sent in this letter, oiher people 
will copy and start moaning! 

So let thai be an end to it. This 
mag is supposed to be light er-tcr- 
tainrrten"; let's not bog u down with 
moaning letters Oihci ihan that, 
Hove your mag. 

Adrian Lee 
Norwich 

There we have it. The tfnai lettet 

moaning about tetters moaning 
about moaning letters. 
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Vintage stuff 

During [his period t was con- 
ned into joining the Amstrad User 
club, just in rime to be gold down 
the river to Lozahold Ltd My 
punishment for joining has been 
to receive a copy of Amstr&d 
Computer User every month for 
the past year. My sentence is 
almost up, and when it is. no more 
ACU 

The only things f do not like 
About Amstrad Action is a certax 
-dirtiness ;n your order depart- 
ment and the binder. It is big. 
clumsy and capable of taking 
more than 32- magazines, so why 
not extra wir&s so each binder can 
be filled to capacity 1 

love your mag. 
Adrian Lee 
Norwich 

Simulated to action 

I am writing to get something off 
my chest which often niggles me 
about The presentation of (light 
simulators by some software pub- 
lishers. 

In any aircraft one pulls back 
on the joystick to raise the elevator 
and gain height. Conversely, to 
dive, push the stick forward. 

The game which prompted 
me to dig oat my WP is Top Cur. 
from Ocean. Luckily, before I 
bought ft I noticed the caid inlay 
set out the joystick controls as up 
for up and down for down. This. 
might seem sensible io many peo- 
ple, but for one used to flying 
aeroplanes (models, not the real 
thing!) »t is very confusing. Trying 
to manoeuvre at low height in 
combat, it is too easy to end up 
pranging die plane by pulling 
back, instinctively thinking it will 
go up. (Mind you. that often hap- 
pens to my models as well - pilot 
error.) 

[ still think Fighter Pilot (from 
Digital Integration) is the best 
(tight simulator, and the joystick 
controls are round the right way, 
Michael Anders 
Giilingham. Kent 



Where to buy no 
monitor 

Derrick Kahr. asked (Reaction 16) 
whether it was possible to buy a 
6128 computet without a monitor. 
You replied. "It's unlikely youfl 
find a retailer willing lo sell the 
computer without monitor," In my 
mum's mail-order catalogue, Great 
Universal, you can buy the 464 and 
612S with a monllor or (costing 
less) a modulator. 

Mrs Lynn Davi&s (same issue) 
should think herself lucky because 
I haven't completed one adventure 
excepi for Forest at Worlds End, 
when t used a map and the solu- 
tion. 

Richard NeUist 
Stockton-on-Tees, Cleveland 
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Points for 

Re-actors: 

► PFTNT your name clearly 
if you want us to spell n right. 
You should see some of the 
signatures we get! 

► A telephone number 
might be useful in case we 
need to check something 
before printing your letter. 

► Please don't expect indiv- 
idual replies, especially on 
games problems wt- get 
just too many letters and 
would have no time left to 
put out your favo\irit& mega- 
mag 

*■ If you have points Ibi 
various departments (eg. Pil- 
grim. Type-ins, Subscrip- 
tions, Mail-order) please 
wnic thorn them on separate 
sheets of. paper. Some mem- 
bers of the AA team are free- 
range - they are not con- 
fined lo stalls in the Old Bam- 
So if you expect one bil of 
paper lo be shared round. 
I'm afraid you multiply the 
chances of it getting lost. 
Make sure your name and 
address is on each, but you 
can post them all in one 
envelope. 



Big game 

1 own a 612S and have never seen 

a 12Bk game for it- And I'd like a 

penpal. 

Robert Siurt (age 14) 

17 Kings Park 

Dereham, Norfolk, NRI9 2KE 

Try Meltdown from Aiitgata (£8 
and £IS). reviewed in issue 11, 
rating 67%. 



Penpals, please 

► Bradley Joy, 11 Grange way, 
Smallffeid. Horley, Surrey, RH6 
9LZ. 

* Scott M'Ghie, 36 Nenbyres 
Crescent, Gotebridge, Midloth- 
ian, EH23 4UG 



Second opinion 

We have read your unflattering 
report or. our Screenvision (issue 
IB) and oner the following com- 
ments: 

1 The illustration is not our 
Scrccr.vision but thai of a competi- 
tor, DE'trortiCs. If you did try this 
product and not ours it would 
explain the poor results. The DK" 
ironies model is filled with old 
technology and circular tuning, 
prevalent in television sate in the 
1950s and 1960s. There are no 
controls for tone or colour, essen- 
tial for user-preferred balance. 
The S^roenviston uses up-to-ChJS- 
mmute technology with latest 



pushbutton preset tuning and 
manual override for volume, tone 
and colour. 

3. Screenvision has been test- 
ed to British Standards in labora- 
tory conditions and also in both 

high- and low -signal areas, ft has 
also been tested with internal and 
externa, aerials. In all tests ove- a 
three-month period our Screen- 
vision compared in every rasper; 
With purpose-built televisions. 

3. We Uil to understand your 
reporter's statement, "Best to buy 
a television rather than go through 
this rigamarole.' lie has missed 
the whole point of Screenvision. 
Amstrad owners will already have 
a monitor, and if not in use with 
the computer it has r,o other func 
non. With Screenviyion it is possi- 
ble to give the monitor dual use 
as a television with a slightly best- 
ter picture than a standard 625-line 
television set. Any television set 
needs to be tuned, and once tuned 
can be switched off and on as 
required with out returning. It's the 
same for Screenvision Plugging 
in and unplugging one simple ca- 
ble is hardly a rigamarole' 

4. We fail to understand the 
comment "Expensive for what it 
dues'- The cheapest portable col- 
our TV retails around £ 140 - twice 
the price of ScrcenvisiorL What 
television set at £140 also gives 
you composite and KGB output, 
hi-fi output etc. not to mention 
auxiliary power supply? Iris also 
possible to route Betamax and 
VHS video recorders to the com- 
puter monitor, something not pos' 
stole with a standard TV set 

5. We do not agree Screen- 
vision gives poor images. Images 
- for both purpose-made "TV and 
ScTeenviskm - are dependant or, 
signal strength in the locaS area. 
Our showroom in Northwood, 
Middlesex, for example, is in a 
poor-signal area, surrounded by 
high trees; signal ghost comes in 
from transmirters at Crystal Palace 
and Chiltern TV, You are invited 
to call unanno'JnCed and see 
Screenvisron in acrion on vinous 
monitors and alongside various 
portable TV seis The pictguxe 
received on the Amstrad colour 
mordtor \once the tuner is correct- 
ly tuned) is as dose to an ou 
panning as you will get- We use 
both internal and external aerials 
in the showroom. 

3. Finally, we have sold just 
over 1 .000 Screenvtsions in the UK 
to date and have received many 
compliments on its performance. 
Over 3,000 sea have beer, expor- 
ted (with Pal BG timers) and many 
repeat orders made. It is unfortu- 
nate yoiu viewer had such a low 
opinion of the product, but happily 
it will sell strongly on its merits . 
Scieenvision wJl give many years 
of trouble free enjoyment to the 
user. Should the owner sell his 
Amstxad almost all RGB (linear) 
and composite-video monitors are 



catered for in Screemnsion. Nol 
other competitor product offers so J 
much for so Utile. 
N Sinclair-Miller 
Screens Microcomputer Distri- 
bution 
North-wood, Midx 

Utoe to a production error 
picture we printed was the wron 
one otw apologies for that - bw\ 

the review was or Screen vision 
We fee} the review wasn't 
dismissive as you seem to rh 
And would like to stress that 
anyone owning an Amstrad mow 
tor, hut wiifroitf easy access to 
TV set, it is a reasonable purchase 




<T QiAT <?f* TIM& ..." 

Ears a tale 

FoUovirxg & thorough reading 
AA IS f triad one of the intc 
estmq-lookmg type-ins: T£ars 
Arnold ' But f had to scrape aiour 
to find music to lest the pTogra 
with. My fust selection turned i 
to be prerty rough. The label i 
'Motor head.' This heavy metal * 
strong stuff. On attempting to pL 
back this horrific noise the da:i 
corder head-butted the modulate 

After this I tried some Sic 
Sigue Sputnik. This made the ] 
start to pogo across the desk. 
it ended up with a slipped 
By now all that was left was Amc 
and the monitor 

Well it seems Des O Cont 
doing a duet with Max BygraVl 
was the final straw. The smolj 
started :o pour out poor old 
old's speaker, and the VDU wj 
showing all sons of weird thir.c 
bringing a new meaning to 
letters: very disturbing unit, 

Bui all was not lost All 
sped was finally regained 
playing a little Jean-Michel U 
to a rather batde-tom Arnold 
ter (hat I stuck to the pat* 
programs. Full marks lor Stairs 
Glass - it's really ace. 
Bruce Parks (?) 
Wolverhampton, Stalls 
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Free 1st quarters 
subscription to both 
'Prestel and 'Micr one 1800 
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heard it before: 



IntriiHirrtn** Music Vtaeliioe'Tlie incredible new ddd-un 
t h fit transforms the Amstrad mln a powerlul music cmiiputer. 

\ hnst mI I'viting inusiml features fimkes Music Machine 
Mm' imisi complete Amstrad music parkflfie ever created 

There's sound sampling thr lalfisi huzz- 
rturd in electronic music lhal IhI.s >oij fHcnrii and 
play iiny Fiaturnl sound at dilleronl pilches, (Use I ho mirrophunf 
ti> |in k up anything from it whistle to a narkinn tog). 




Eiyht "void's' created entirely hy Music Machine inci 
tog drums, piano and synthesiser ~ edit ihrm, or create new si 
A powerful drum section with real sounds and a rhythm edj 
And for hutdinii cumptisorH, powerful proffts&t! 
features tike note and Lump editing playable either I 
the Amslrad itseil or a music 1 keyboard. 

Enthusiasts Will appreciate the ability la link with I 
iiislniiiiiitts via MIDI (the professional music interface) 
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gflerts tiki- nvmh tnnl trim. 

Non -niusiriaiis nil) Find the fast menu driven graph in 
on siuinds in lie L'reateil anil sun^s rumpose-d in minutes. 

While everyone will appreciate the breaJuhrougli price 
j»si £4B.95j tm ludinp, an illustrated usrr ftitide, mi cm phone, 
Jphmus socket and de mo nst rat ion record in ft, 

\ i umplete Amstrad musir system Frum aruund £50? 
Something pise we're sure vou've never hpflml he-ltire- 



Hum Elrctronits (Fleptj I lit, Unii Us, Hrdfirldi Industrial Park, ! led fi ft Id Inne, 
Church HmoklMm. Ahlcnlral, Hanfc. GUIS QBE. Tel {WlVl) HBCIUH.S 



n™sp nis.li mi- Music Marhim' fur Hit Vimlr.id. i Tape vcrMiiii «1 £4!l!irj, 
J Disk mstsm ul SB<>i». mi. Add £1 js&jj Jfc5 uvpRHrts) D I eftdase e 
dnt|uh"pii'Lal(irdif L_ Charge tm Aatss/Yaa KS ^E 
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REACTION 



Antipodean action 

Thanks very much for the copy of 
the imigazsnc. Remember the one? 
It look 72 days {10 weeks!) to 

much me via Surface mail' (The 
trouble with the Antipodes!) Ar the 
moment (H Nov) only AA .10 is 
available, but I expect No 1 1 next 
week. There must be a consider- 
able difference between sending 
1 and 1001 

Wet], now you can see the 
problems oJ living on the other 
side of I ha world from where the 
action is! Enclosed is a copy of the 
inaugural newsletter of rite recent 
ly formed Eastern Amstrad Users 
Group - membership first month: 
30. 

Todd Dfx on 

Eastern A me trad Users Group 
co PO box G5S9 
WollfiiiH>y St 
Auckland, New Zealand 



Moral issue 

After reading Re-action and the 
software winner Concerned about 
nuclear games, 1 started to read 
reviews and I was amazed (O see 
a game that actively promoted the 
use of nuclear weapons. The game 
in question is Nuctear Defence 
(Amsofj), 

t was quite disturbed that you 
could print both of these things in 
the same Issue. You repiy to Ltam 
McMaslers letter that if the player 
uses nuclear weapons in the 
games mentioned he will lose the 
game eventually- This oppose* the 
game Nuclear Defence, where you 
have to use these weapons active- 
ly to score points. Along with this 
I have to agree completely with 
Mr McMaster's points. 
Mike Robert* 
Slockport 




IT9 TMe LfiT&VT 

TiLB^^Qfi Tie -in " 



Disk doesn't fit deck 

1 was amazed when T found I was 
one of the winners of I he Fighting 
FR competition, I was quite 
pleased but there is one problem 
left. I have no disk drive, 1 have a 
464 Arnold, Would anyone like to 
buy a disk from me? 

And f agree with the letter in 
the December mag about an ads 
page. 

1 would like a penpal with un 
Amstrad CPC 464 user, Must live 
near Oxford, I like adventure 
games and arcade games. Penpal 
must be prepared to write a quick 
reply. Male or female, not worried. 



Russell Franklin 
Oxford 



Anti-obliteration 

To try to prevent obliteration of 
itiosi of it, i will keep the numbor 
of words in this latter to a mini' 
mum. 
What 



happened to 



the 



oomps? i What happened to the 
subscription offers? I Why was 
Voice of the People changed? t 
Why do people keep leaving the 
ranks of such a great mag? 

Short enough for you? < By the 
way. who was it lhat had the plug 
only halfway in when he whs doing 
the Starstrike II review? If s sup- 
posed to be yellow! 
Jonathan Hurst 
Windicsham, Surrey 

Competitions are still here - but 
ws don't want to Hood you with 
cftsa/3 easy-to-produce pages tliat 
give no information or entertain- 
ment to the vast majority of read- 
ers. / See last month's issue -'Luck 
of response- / People who work 
for A A are always in demand* 

Good. Colour pages are 
:i<n;$lerred onto four sheets of 
film, each providing part of the 
colour. When mixed together (hey 
create the final colours, On the 
Starstrike IT review one layer got 
lost and hence the printed screen- 
Shots were the wrong colour, Try 
as we may. these things happen. 



Software in Surrey 

1 am a freelance programmer 
currently doing conversion work 
for a top software house- I would 
like to get in touch with anyone 

who lives not a million miles away 
from Surbiton - call me anytime 
during ihe day - who is interested 
in programming or graphics de- 
sign on. the CPC range or Sinclair 
Spectrum, 1 ;, f am looking for one 
Persian capable of contributing to 
tcp-cr/jalny garr.es software, event- 
ually for an entire programming 
team lo start up a software house. 
Paul Machacek 

Surbiton, Surrey (Lei. 01-396 
3145) 



RE Move the problem 

Anthony Beck in issue IG com- 
plained about foreign loaders [ 
think 1 may be able to help him, 

1 also own a 6126 with separ- 
ate tape recorder, and when I 
bought Harvey He&dbanger I 
couldn't get :t to work, I tried on 
different volumes but no luck. The 
azimuth setting was correct;, we 
had it professionally adjusted. 
Spiky Harold, Star firebirds and 
Thrust - none of them would toad. 
[ realised the tapes were not 
faulty; they hasl would tit work on 
my recorder. However, they 
would on my friend's computer. 

Then, after lots o! Firebirdless 
months, the breakthrough came; 
While visiting my friend, 1 noticed 
hf> didn t have his REM lead at- 
: ached is his recorder. 1 tried this 
with mine and - yes! - the games 
loaded! 

So, Anthony I advice you to 
remove your remote. control lead 
from the recorder and load gamea 
on just below a third volume. If 
your other game tapes all load, I 
think your azimuth setting should 
be okay 

Daniel Webster 
Buckingham, Bucks 




' 1*7 WT p6^U>f THE 
-fOiA Cf^t LQ,+Z. (A? .Vl.fH ?" 

Black hole in 

Brentwood 

I think Amstrad Action is the best 
computing magazine in existence, 

-Jcfui'ur.atcly I cannot use the 
type-Ins, cheat mode or hot rips 

ttecTians. Why? Well, over nine 
weeks ago my 6128 ceased to 
opetate I had to send it back to 
Amstrad, Since that fateful day 1 
have heard nothing aboat its loca- 
tion. 1 think that Amstrad s after 
sales service is absolutely appal* 
ling. 

When I get it back I hope to 

3*;cd T a Bdiluw 



type ui all the type-ins 1 have 
missed three issues worth, 

While rm at it. please can you 
tell me if it is possible lo use keys 
at Tobtvk 1943? Keep up the good 
work, team, ar;d more disk pokes, 
please! 
David Giles 
Wokingham, Berks 

We hope Santa Alan hud h nice 
Christmas surprise for yon. David. 
(And yes, 'Idrbruk Can be played 
witii keys,) 

Mail-order Joyce 

I am one of the hordes of Amen* 
can Cfs stationed in your wonder- 
ful country Out of 22 years with 
the US AT I have spent 17 in Eng* 

rand and plan on retiring here 
shortly. So when it came to buying 
a home computer in March 1 chose 
The Amstrad 6 138 over the Com- 
modorfl 138 I have worked with 
both machines and prefer the 
Arnsliad, Unfortunately most of my 
colleagues are into Applflfl, At aria 
or Commodores and know very 
linle about (he Amstrad. But that 
is about to change very shortly 

Sears Roebuck is the biggest 
mail-order company in the USA, 
salting everything from shoes to 
lawnniOWeis and a small line of 
computers. Ar.y town of conse- 
quence also has a' least one Sears 
department store. Sears is as Am- 
erican as apple pie and liaseball 
So products sold by Scars sell m 
va5f quaimacs. 

The enclosed item - the Am- 
strad PCW 3256 new at Sears for 
incredible value 1 J699.9S was 
taken from the pre- winter sale 
catalogue 
BE Irvine 
South Cerney, Gtos 

Congratulations, Joyce. Thanks for 
sending- in this snippet, KE, Pas- 
tinatijKf that when American pro- 
ducts sell here, the price in 
pounds is the same figure as it was 
in dollars. Somshow its cheaper 
exporting westward, it seems. 

Oscar for Arnold 

There seem now to be celebrity 
Amstiads: the one on Zasl&nders 
:n Colin's flat, the one that keeps 
appearing or TTie Price a Right 
and Play your Cards Right. Do 
they pay dues to the actors union? 
There are also the ones in the ads: 
ihe famous 464, the quick- thinking 
€128 and the word-processing 
Amstrads that send typewriters to 
the runkheap 

Are we Soon to see Benny is 
Crossroads taken over by a 564? 
Or :he entire Dynasty cast re- 
placed by an Amstrad joystick? 
Or Dirty Den becoming Dirty 6126 
7.ith colour monitor who keeps 
running off wilfi an Amstrad dot- 
matrix printer 1 ? 
Barnbi the Punk 
Sheffield 
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Matrix 




SPREADSHEET PLUS 



INSTRUCTION MANUAL 



ASL or Audiogenic Software Ltd 
has just finished Matrix, a compre- 
hensive spreadsheet 

Matrix gains over standard 
spreadsheets in rhat it <~,in h-rnrlle 
business presentation, database 
and invoices - even standard let- 
ters. 

The specification shows built- 
in database features that allow 
data, such as name- ar.d- address 
files, to be stored in rows across 
the spreadsheet, and then merged 
along with numerical data from rh e 
sheei into a document ia the Note- 
book, 

The Notebook features text- 
editing tacJmes thai make it easy 
to prepare address labels : ssan- 
dard letters and invoices. 

There is a graph-plotting fac- 
ility that lets you convert spread- 
sheet da» into line graphs, bar 
graphs, histograms or pie-cham. 

It certainly sounds impress- 
ive, and at £30 on cassette and £35 
on disk it will need to be. 



The blasted galaxy 



Another shoot-am-up, Trap, This 
one from AUigata is by Tony 
dowdier. 

The time: an age in which I he 
ultimate, deterrent may have be- 
come the ultimate destruction.' 



The place: a distant comer of the 
galaxy whfir» human Ufe strains to 
exist," Your nusicm: blow anything 

and everything out of existence. 
You'll have to blow £8.95 on cass- 
ette and £ 14.95 on disk. 




14 AMSTRAD ACTION 



Good awmina. he.zp. 



BCPL ready 



Amor, famous for the Maxatn 
assembler and Pretext word pro- 
cessor, has completed BCPL. 

BCPL is often referred to as 
a systems programming 

language', ft is certainly good for 
writing programs such as word- 
processors and compilers, b'Jt :\ 
is also an excellent general pur- 
pose language. 

Basic and Pascal have sever- 
al different variable types, for 



example Strings and mteg^i 
BCPL on the other hand is 
constrained by these rules - 
variables are simple numbers 
This, and the fact that BCPL can 
access any part of memory, give) 
it a greal flexibility. 

For £40 you recieve a disJ 
containing BCPL and a tew exam 
pie programs; thrown in for fre 
is a rom also contain g BCPL. 
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AMSCENE 



Imagine hat-trick 



Ariola's little lot 



The larger software houses seem 
to release games in threes just 
tately, Imagine, not wishing to be 

.Hi 1-3.11. if b):i>gijig out tvFO spoil? 
simulations and a iliimt-bm-up, 

Fimt on bne is ifpnajrv's Oolt 
which allows you 10 seleci a club 
and tee-off. Stroke or match piay 
can be chosen with differing ter- 
rain and conditions. 

Supez Soccer is the other 
.sports game from Imagine, Accor- 
ding to the press release, it 'makes 
you Maradona on screen.' You are 
given complete control over the 



ball: sharpshootii.g, passing, drib- 
bling, sliding tackles and even 
diving headers. 

Other features include to;] 
team organisation and nrr or two 
playflrS, With * tournament option 
for up to eight players, 

Terra Create, a coin-op con- 
version, is a shoot-em-up which 
was pretty furious in the arcades. 
Homing missiles, giant monsters 
ard a myriad of o'.hor aliens are 
there to be? dodged or blasted. All 
games sell lor £8.9S on cassette 
and E14.9S or disk. 



Pieces of eight 



Pamxry from Treasure Island 
Software may conjure up images 
of swashbuckling pirates, but this 
couldn'l be further from the truih. 

Parrotry is a versaiile drawing 
and design srsgram for Arasrrad 
owners with a disk drive. It differs 
fundamentally from mos* graphics 
programs by storing its display in 
the form of a graphics array in- 
stead of the usual screen. The 
result s thai the program redraws 
1 he design as it was drawn by the 
user - mimics the artists work 
parroi -fashion - at high speed 

Included in the package is a 
booklet and a competition entry 
[arm: the designer of the best 




display using Pmrotry could find 
a healthy £500 added to her or his 
bank balance. Parrotry is available 
or disk at £13. More information 
can be obtained on <0S25) 40 862 1 . 




Kiaeyyye 

& other 

noises 

Melbourne House has been very 
quiet the past few months, it is 
now back with rmj £9.95 games 
to come your way shortly. 

F:s' U is st:( ai a dark land of 
swamps, forests, mountains ar.d 
underground caverns. The enemy 
comes in many forms with ninjas. 
shoguns and warriors in abun- 
dance. Sounds as though the ani- 
mals want a piece of the action: 
they are prone to taking a slice of 
you with then. 

KnucMebusiers promises 
much. There is co be rnus:c 
throughout the game - an incred- 
ible 17 minutes before repeating. 
The nr.usic is by the masterly Rob 
Hubbard - remember Monty on 
the Ruti? 

The swung IS- in the near 
future, where condemned prison- 
ers are stripped of their am: social 
behaviour by being transformed 
into androids. You play an es- 
capee, trying lo get to the city 
perimeter, Wherever you go, an- 
droids programmed in unarmed 
amihflt will bar your way Let's 
hope it lives up iq the press 
reiFr-ase. 



Ariolasull seems to be producing 
some top-g-jaJily software of rate. 
Always on the trot, it has a few 
more programs up its sleeve, 

Ziggwral. which lp set for im 
minent release at $3.95 on cassette 
and £14.95 on disk, looks rather 
interesting. The idea is simple: 
search for lost treasure within the 
Temple of Djo Cars. 



According to the story line: 
Temble legends teii of the hor- 
rors locked within the Temple 
Mimbies, evil marie beings who 

roam its labyrinth,, and who take 
over your own ghost to make them 
one of I heir kind,' A mimbie lr a 
<rrofis between a mummy and a 
aombie 




Mounttc Mtcks Death Ride is you play I he bad guy li promises 

another of Anola's offerings. From to be a last and furious shoot- out. 

whai we gather, it's cops-arid- rob- retailing at £9.93 and £14.95 on 

bars time. There is a twist, though: cassette and disk. 




'Your mission is to battle your 
way through the extraordinary 
Cube prison and resuce a prison- 
er. He alone knows the secret of 
how to activate the Triad's devas- 
tating new weapon.' There you 
have it. (he intro to Ttiaxos. From 



the screenshots we have, it looks 
interesting, with multi-coloured 
three-dimensional rooms. There 
are promises of greater things still. 
with multi-channel music and icon- 
driven graphics. All ihis for £8.35 
on Cassette and £14.95 on disk 



Two From Gremlin 



Back in October we reviewed the 
Electronic Music Utility (EMTJi, 
which is ■ :he Discovery 

label. However, there wa.s a prob- 
lem with switching voices to edii 
Them. The problem seems to be 
resolved, so you can expucr 10 sen 
EMU in the shops shortly 



Another ok the Discovery 
Iribel itf Pyraword, a word-proces- 
sor allowing a workspace of over 
30,000 characters, alt of which can 
be edited or chained together for 
printing. Both, these packages will 
retail at £14.96 cassette and £17.95 
disk. 
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Going 

cheap 



Code-masters, ^sponsible for the 
highly acclaimed Terra Cognita, 
has two now programs about to 
hit your Amstrad: Vompiis and 
Super Robin Hood, both retailing 
at £1.99 on cassette only. 




More 



Dornark is releasing another set 
of questions foT its compute: ver- 
eion of the trivia board game It's 
called (he Young Piayeis Edition 
and is aimed at child* en from age 
sftven up, Ii cornflfi in two forms: 



ial Pursuit 

either just as a new set of 3,000 
questions < £7 .95 on cassette) that 
adds on so the original Genus 
edition, or as a complete game 
151435 cassette or £19.95 disk). 



Classics 



are back 



The ageing arcade classic Donk&y 
Kong has made it to your Amstrad 
screen. Ocean can be thanked for 
the conversion: it costs £8.95 on 
cassette and £14.95 on disk. 

The basic ides is to outwit 
gjuit gorilla and rescue- fair dam- 
sel. While climbing girders, the 
ape wilt try his hardest to knock 
you from your perch by throwing 
barrels. Practise your jumping and 
ducking - youl) peed it. 



For starters 

Pride, best known for its tape and 
disk utilities, has produced the 
Electuc Lantern Show. 

Wiih it the user can produce 
full-size and even poster-sized 
printer dumps. The supplied disk 
contains 23 eight-colour pictures; 
these can bo edited and compres- 
sed - alternatively, your own can 
be aiteied- 

To date we have no firm 
pr.ee but furtirer details can be 
obi aired directly from Pride on 
(OS92) 411686 



Programming at sea 



If you are into chess, connect 4 
and J C programming then Hisoft 
may have the perfect answer (or 
you, SeaChest. 




SeaChesr is available only for 
CP-M Plus users (that is, 6 J 28 or 
PCW owners) with £30 ut pocket. 
Fully fledged versions of chess 
and connect 4 are on Ihe supplied 
disk, which can be played immed- 
iately. Or, if you wish to alter the 
game- programs' logic, there is the 
complete souTcecode for the lan- 
guage 'C waiting 'or you to prac 
use on. 



Flying high 

After massive success on other 
computers, ACE„ a flying Simula- 
tor, is to be converted to the 
Amstrad. Cascade Games prom- 
ises a quick delivery - let's hope 
so, Tor it sounds exciting. The 
speed and smoothness is suppos- 
ed to exceed previous simulators. 
but we'll have to wart and see. 



Magnificent Master 



Mastertrontc. constamh/ sorting to 
produce games as cheaply as 
possible, has another ace up its 
sleeve. 

A set or three disks, each 
containing three of Mastertronics' 
past successes, will reach the 
stores soon. No definite price has 
been sot, but chey will be between 



£11 and £13. 

One disk contains Tlte Gold- 
en Talisman, The Apprentice and 
Speed jKtrpg; another has Con- 
Quest. Storm and Formula 1 Simu- 
lator. The final disk will have The 
Last VS. Molecule Man and 
Pipeline II. 



Pressing software 



Argus Press expects to release 
several new games in the first two 
months of 1 987, 

Wihstars, on the A'n'F label, 
places you in the hoi spol You 
must run a distribution company 
- get ihe goods is- the customer 



on lime or pay the consequences. 
The action is in three parts: around 
the warehouse, a race to the shop, 
and finally delivery using an anti- 
quated lift system. The price is 
£8,95. 




The second A'r.'F program is 
Agent Orange, a good old shoot- 
em-iip. *ln the far corners of the 
galaxy a colony of....' and basic- 



ally, it sounds as though you have 
to blast them from the skses. An- 
other £8.95 game. 



1 6 AMSTRAD ACTION tea d t y ?au 




What's so special about 
the Mac ; the Atari St ; the Amiga ; 
Windows and Gem? 

It's no surprise that nearly all new 16 bit 'state of the art/ 
micros now come with a Mouse and Wimp environment 
(Windows, Icons ; Menus and Pointers) as standard. 

With the AMSTRAD CPC you already own one of 
the classic micros and by simply adding AMX softwari 
you can achieve the same ease of use 7 freedom and 
versatility of much more sophisticated computers. 

The AMX Mouse and compatible software - 
it's what you and your AMSTRAD micro have been missing^ 





ART AND MOUSE OPERATING SYSTEM 

AMX MOUSE PACKAGL Tape and 3" Dfec 



£69.95 



There's not much joy in a joystick and keyboards can be all fingers and 
thumbs* Acctaimed by the press as J lhe best input device', already over 50,000 
micro users tiave adopted an AMX Mouse. The Mouse conies with fankistir: Art 
Software and AMX oonlroJ vuhich enables you to create a Mouse environment in 
your own programs, Available for Amstrad CPC 464, 664, 6128, 



GRAPHIC DFS FRONT END 



MAX 3" Disc 



£19S5 



MAX provides an easy lo us*? graphic based front end to your computer's disc 
filing system wduding a comprehensive set of disc managerrient operations such 
as cataloging, copying deleting and re-naming also included are disc utilities 
suc:h as sector editing, recovering erased Fles, formating, verifying and faster 
tracking. You can also run programs from within MAX, Available for Amstrad CPC, 
464. m. 6138. 




DESKTOP PUBLISHING 
AMX PAGEMAKER 3* Disc 



£49.95 



Produce professional documents and newspapers with text and graphics, 
supplied wth 16 variable typefaces it has many graphic functions including cut, 
copy, paste, etc. Available Now 



EXTRA! EXTRA! 3" Disc 



£24.95 



300K fantastic clip art, over 25 fonts, 

Available February 1987. For use wth the Amstrad CPC 6128, CPC664(+ 64K 

mir add on Ram), CPC 464 {+ 64K min arid on Ram + Disc Drive) 
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£129.95 



AMX MAGAZINE MAKTR T DtSC 

A oombt nation of AMX Pagemaker and the Rombo VWiAftrJeo digitiser. Usi ng 
any video and the digtiser, images from a camera or TV can be converted into a 
graphics screen with Pagernaker to illustrate magazines or newsletters. 



Triers is afco shewing lis: ol AMX support software including: AMX 3DZiopn (3* L>gq ,£24.95 wiDi Zfcxm yuu can transform *ecfcr data into on screen graph C3 
Prlrrtersartd plotters ana fulty supported, AMX Utilities <3" &yc)£i9,96, utility soflwsie for the original art program suppled with the AMX Mouse 
A Mouse and Interface (only) can be purchased to £34.96 direct tram AM5 using [he outer tour* encksee n MAX. AMX f^msker arnJ AMX 2D Horn* 
These supero products are aua&Ue ftom all good computer dealers or direr* hy rfaqtis. Accessor Wa. At pnees include VAT and poss and packing. 



FOR INSTANT ACCE&S/VlSA ORDERS TELEPHONE (0925) 413501/2/3 





IMAGINATION AT YOUR FINGERTIPS, LJSggP* 

ADVANCtO MEMORY SYSrFHS LTD. 166M70 WIIDER5POOL CAUSEWAY, WA F fN Nfi T ON YYA4 S<JA, TELEX 62$$72 AM&6, FAX 092R Sflr;39 

TUBEUN K ON PflfESTEL. RASE iS821B3 SUPKIRTS THE AW MOUSE AND ALL A MS SOFTWWE 
Miwitoih S3 ncenM-tid 1r j* niarkrf *pf*5 *k Aw St, 4« t'*0t iHrti of Wan Inc. Amg» a. I ttadt fiM* of CcKTiTOdef* Buiinns Hacr nut Inc. Windum b n l-jde prorfc rj Mtrtenfl Inc. fjf m 6 a fade mirKof D(|jlral Rpwiwfeh fir 
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Enter into the exciting and dangerous 
world of the International Motorcycle 
Racing Championship with this superb 
simulation featuring a major circuit from 
each of 12 countries and split screen 
graphics, giving both players first person 
perspective. 

Available on Amstrad CPC Cassette- £9.99 
Amstrad CPC Disk -i" 14.99 
Coming soon for Commodore 64/128, Atari ST 
and IBM computers. 





The verv first antibiotic software. Bactron 
is very addictive, it could become a drug; 
do not exceed the stated dose. Guide Bactron 
through the maze of organs and arteries in 
the body, combating harmful bacteria and 
viruses by releasing healing enzymes. 

Available on Amstrad CPC Cassette -^9. 99 
Amstrad CPC Disk - £ 14.99 





Control MGT- A jet powered magnetic 

tank — through a weird and frozen world 

of puzzles and surprises. 

"The graphics are brilliant... very 

atmospheric" 

"A great game... I could play for hours" 

"The puzzles are ingenious" 

-AMTIX! 

Available on Amstrad CPC Cassette - £9.99 
AmsLrad CPC Disk- £14.99 
Coming soon for Atari ST 




i 




MAIL ORDER: ACT1 VISION OJK1 LTD, 
23 POND STREET, HAMPSTEAD, 
LONDON NW3 3PN 



Distributed by 

Act i vision I L'K* Lul, 



AM) ccGRAKD PMX (£> tS«W MictcLds. All Ki^hl* Reserved, 
BACTRON and MGT<£) ia«6 Lorfcids. Ah Rights Reserved. 
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PLUG-INS 



The Music Machine 

Ram Electronics, £49.95 tap*, £59.95 disk 



Drum machine! Sound sampler! Piano! Echo and reverb chamber! 
Music composer! Midi interface! No, IV, not a budding pop -star 
showing off his Saturday shopping list, These are but a few of the 
exciting and exuberant features available on the latest addon for 
your Amstrad. The Music Machine, Ham's ad is no idle boast; 'an 
Amstrad like you've never heard it before.' 

The Music Machines compact appearance conceals much. 
Why buy several single-purpose products? Bain's offering has ii all 
- well, nearly. 

A smallish box encloses ail the components necessary to turn 
Arnold into a fairly complex music maker. It connects 10 your 
Amstrad by a length of ribbon cable which negates the need for 
different shaped boxes for the different Amstrad models 

But what is this? No through-port far me to connect the disk 
drive (loud scream;). Okay, not everyone has a 464 with disk dhve, 
but for those that do. tough! You will have to load software from 
cassette. 

There may not be a through-connector, but ii is some consola- 
tion to see a spaghetti junction' of plugs and sockets on one side 
of the Music Machine: Midi in. out and through connectors as well 
as headphone, microphone and audio-out sockets - something for 
everyone [bar 464 owners with disk drives). 

The package includes a microphone. Ii gives admirable results. 
but you can use a better quality one. An excellent instruction manual 
details setup procedure, software use ar.d adds a small section for 
the boffins, Its lively, chatty manner makes compelling reading, 
Don't shy away from it - read it rather than plunging headfirst into 
the program. 

Now that you know what l( looks tike and have a general outline 
of whai ir can do, here is an in-depth look at the various features 
and feats that can be achieved using the supplied software, 

Once the software has loaded, a screen fuckers on. presenting 
itself as the mam menu. Some selections from here take you to a 
sub-menu and then to the required feature. 




The first thing I tried was Hay This supposedly lets you listen 
:o the tune highlighted in the Tune box. Snag number two: the only 
thing audible was a horrible beepy melody (Ram's word, not mine!) 
My dreams shattered, promises of sampled drum sounds... just a 
lie? After another brief scan through the manual (I shouldn't skip 
the small print), I was enlightened- Either sampled sounds or sound 
created by the Amstrads sound chip (PSGJ can be produced through 
the internal speaker - no mixing or the two. If you wish to listen to 
both sounds simultaneously then either connect a wire from the 
Audio socket to an amplifier or - a Jess ideal method - plug 
headphones Into the Music Machine. You will now hear the sampled 
sounds from one quarter and the PSG sounds from another - that's 
what I did: it worked, fine. 

Listening to those sampled drum sounds for the first tune was 
breathtaking, nothing short of brilliant. You could swear it was the 
real thing, It's still a little unbelievable everytime I hear them. One 
thing iq beware is that the drum sounds are kept in memory (and 
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MAS1 

Richard Monteiro pulverizes his ears with the 
latest musical hardware that will have you 
bopping, grooving and strutting your funky 
stuff 



take up virtually aB of tf). If you wish to sample any of ycur ov 
sounds, you'll need to clear some memory. 

With the drum sounds still in memory, it's a good idea to 
out. Drums. Tills option draws up eight octagons containing 
number or letter, corresponding to the keyboard. Pressing 'J 
keys will produce one of the drum sounds - come here iS you 
to practise those rolls and para-diddles. 

To sample some of your own sounds, in goes the microphone) 
you choose sampler. A bar shows, representing the sound level. 
Shouting down the mike will cause it to shoot up. Pressing 
Trigger', will record all the following sounds into memory. This i 
be anything from slapping your baby brother around to blowi, 
raspberries. Virtually any sound can be captured. There is a 
to the length of a sample, however, determined by free memor 
space. In practice the longest single sample can be 1.1 seconds 
This may not seem earth-shattering, But when you consider 
each drum sound takes only a tenth or a second, you realize tji 
marvellous results can be achieved. Up to eight separate ssraplt 
can be taken. Of course if one of your samples takes over half i 
second, it goes without saying lhai the other samples will have k 
be pretty dam short. 

You've recorded the sound; it's time to play it back. This 
where you get a shock. Reproduction is r.ear perfect, almost 
good as a cassette recording. II you get lots of hiss or backgror 
static, then nh.oose the sample editor and remove any unwanti 
bits. It is even possible to play the sample backwards, which 
be entertaining. 

On selecting piano from the mam menu, your Amstrad key 
board (or rather part of it} behaves as a sirr.ple manaphon* 
syr.ihesi2er (that is. only one note can be played at a time). It's 
shame that yon have only one octave (12 notes), rising from nude 
C, to play with, From here you can choose any of the samples 
play on ibe keyboard: for fun try listening to your voice at a ver 
high pitch. 

The echo option sets up reverberation effects with a simp!) 
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PLUG-INS 




variable delay line ranging from through to 1.3 seconds. The length 
::" the delay also depends on free memory space; if you have lots 

of samples then I'm afraid only shod delays can be ptn into elfect. 
Using headphones while speaking through the mike can be 
.::ous; it's almost possible tO' hold a cor.versaricn w.th yoursclf. 
Or try directing output tc an external amplifer which in tun has 
peakers attached _ startling. So you warn feedback? Turn up (he 
Tchime - loud. 

a far I have looked at getting enjoymen' and entertaining 
•fleets irom the Music Machine, but nothing productive has been 
hieved. The Music Machine ••£ more than just a toy, it is possible 
o compose lengthy times and interface to the large world of MIDI 
cat Instrument Digital Interface). 

rase you are new to music. HI explain some terminology- A 
s a sub-set of a tune. In other words, a tune comprises one or 
bars. Time signature iefeis to the number of beats in a bar. 



Tempo may seem rather obvious: the speed as which 
the notes in a bar are played ranging from 
lento (snails pace) to rapido (guess), 

To compose your song, first choose the 

bar editor from the menu. Two synthesized 

voices may be played in parallel - this seems 

strange, for the Arrtstrad sound chip can use 

three voices simultaneously. The fust thing to do 

is alter the time signature; ft can be 8. 12 or 16 (beats 

per bar). Entering notes couldn't be simpler; move the 

cursor using (he arrow keys; plant* or remove a note with 

a touch of the spacebar, You cart trick the machine into 

having more than two notes aligned vertically on a stave; 

enter a third and the nearest to it will disappear. 

Notes are shown as tiny black rectangles, These car. be natural 

(the white keys on a piano}, or sharps and flats (the black keys). If 

a note is to be sharp then the symbol # will display above or below 

the stave nearest the note. It is possible to play the bar you are 

currently working on making it easy to spot the bum note that will 

inevitably creep in. Up to 255 bars are possible, again subject to 

memory availability. Press L. and lyrics can even be typed in under 

each bar. making it simpler to assemble your song. 

Once the music bars have been worked out and edited, you 
will need a drum rhythm to accompany it. This is achieved with the 
drum editor. The technique is similar. The different drum sounds 
are named, ranging from Cowbell to Bass, Parallel to the names if 
a large stave on which lo place the drum rhylhm The same rules 
apply ajs for the bar editor - the time signature and tempo need to 
be set. One notable exception: three discrete drum sounds can be 
played simultaneously. 

All the bars created, enter the tune editor. Here the music bars 
and drum bars can be placed into any order you designate. That 
done, its just a matter of silting back and listening to your 
masterpiece. After a couple of hours I produced a tune of No 1 
quality. Unfortunately no one else agreed. 

And there's more! To connect a Midi keyboard to the Music 
Machine, all that is needed is a cable from one to the other. The 
required Midi in, out and through pons are all clearly visible on the 
Music Machine. If you are lucky enough to possess a Midi 
synthesiser you will Snd a host of exciting things to play with. Briefly, 
it is possible to play any of the captured samples held in Arnold's 
memory from the Midi keyboard over *he entire musical range. 
Composed tunes may be sent to the Midi aynth and played. Any of 
the voices ihe Midi device might contain can be played, even both 
at the same time. Using the microphone, the Midi keyboard's voices 
can be captured and edited. Voices can be switched on the Midi 
keyboard to simulate diffcrer.l instruments. Impressed? I certainty 
wasl 

You can define any of the IB Midi channels to receive or 
transmit data. There is complete freedom over where you send the 
Music Machine's drum and musical signals. One disappointing thing 
concerning the software: if yon wish to play fairly advanced musical 
compositions via the Midi keyboard, and store them, edit them and 
then play them, back at a late: date, forgei it - this is just not possible 
As rhe current software to read, store and output sound samples 
uses up the whole of memory, there is no conceivable way around 
this, other than having an overlay system whereby the Midi software 
loads into memory when required. 

One or two niggles aside, the Music Machine is a very powerful 
interface, Virtually everything you require for music composition is 
at your fingertips. Both beginner and nld wh;p will learn much from 
this package and get a great deal o: enjoyment m the process. It's 
a must if music making is your bent. 



GOOD NEWS 


■ AD NEWS 


► Terrific sound sampler. 


►■ No through. port. 


1* Drum samples have to be 


► Not possible to hear both 


heard to be believed. 


music and drums 


► Powerful editing facilities. 


simultaneously through 


► Excellent found effects 


Speaker. 


tan be created. 


► Not possible to edit Midi 


► Simple to follow 


keyboard compositions. 


instructions, 
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SERIOUS SOFTWARE 




PAGEMAKER 

Richard Monteiro examines AMS's Page maker: 
can it turn your Amstrad into a publishing house? 
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AMX Pagemaker 



Advanced Memory Systems, £49.95 disk - tot 6128 or 6G4+64k 
or 4&4+64k+dUk 

Here, at last, is the legendary Pagemaker. Has the long drawn- out 
wail been worthwhile? Are the Features tip to scratch? Is it worth 
the money? Read on and judge for yourself. 

With Pagemaker you can design your own magazine on your 
computer screen - an A4 page containing both text and graphics 
freely intermixed. Essentially, it is a high-resolution typesetting and 
artwork system. 

You will drool when you hear what AMS's Pagemaker can do. 
The system can be used with either the AMX mouse or a 
combination of joystick and keyboard controls, Graphics master- 
pieces you created earlier on other software can be imported' to 
Pagemaker, Text files from many well-known wordproceasors such 
as Tasword, Pretext or WordStar can be loaded in. You can print 
text in a number of different typestyles, making flow around 
graphics. If you don't find that impressive, then having the ability 
to convert video images {such as those produced by the Vidi video 
digiiaser reviewed two issues ego) Unto a form that AMX Page-maker 
can understand, certainly is, 

When you first load Pagemaker, you are presented with a 
screen displaying several icons - symbols representing options 
available - and a section cordoned off for your design. Select any 
of these icons and a small menu will pop up, letting you get at any 
of the drawing or text -handling routines. The top left of the screen 
displays seven icons and the top right shows two. 

Well start with the left-most icon, which looks like a plus sign. 
Selecting this causes a three-option menu to appear. Prom here you 
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can, load, save, delete or clear a complete A4 page, an ordinary 
screen or just a cutout' - a small part of a page. 

A page will lake up a staggering 69k of disk storages screens 
take up the normal 17k. The screen is in Mode S. making the most 
of high resolution graphics Up to 16 different shades of grey can 
be displayed, giving some excellent detailed and interesting pic- 
tures. Mode and Mode 1 screens can be loaded unto the page 
different colours will have different grey-levels associated to them. 
The fie*. - '-■- form of a pair of acinars, lets you cut, 

paste, rotate, stretch and scioL any area of the page. A rectangular 
area (which you can define) can be easily duplicated elsewhere 
with the Copy function. The usual murror images - left-to -right and 
top-to-botlom - can be done; so can rotations of 90, ISO and 270 
degrees- 
Using the Rotate option will often corrupt highly detailed 
images. This is because Mode 2 screens have asymmetrical 
resolution - the pixels are taller than they are wide. Sometimes you 
can take advantage of this to get amazing effects. 

Stretching or squashing a picture can produce excellent results. 
This mum be one of the most powerful functions on any art package. 
Choosing the Stretch option gives you the further chose* of reducing 
the image by half or magnifying it to doub!e-fi». ' %• third option, 
variable stretch, will let a rectangular are* • screen be 

squeezed or expanded into another rectanyiar ma vafc different 
proportions. 
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Another very useful facility is Scroll An area of the canvas can 
be scrolled 01 moved in any direction to pixel accuracy. It's great 
:1 you like distorting someone's face, for instance 

The heart of the P,%g&tnaket system is the text mode, selected 
by an icon displaying a script letter A. Text can be placed on the 
screen in a multitude of sites, fonts and formats. Font saes can he 
varied from a few square pixels to 128 by 64! Fonts can be 
redesigned with the in-built character definer. Text can be printed 
q proportional spacing, left and right justification, centering or 
word-wrap. Many other features are included and are easily 
selected. 

Many of these tricks - centring for example - work to pixel 
accuracy, not just 10 the nearest character. 

With the Format option you design your basic text Appearance 
- column width, straight or ragged marains, etc. 

Centring text is the first of many text-handling functions: words 
are centred between the cursor position and the right margin. Text 
be centred inside trie page - not the canvas area. If a text 
window has been defined then everything will be centred in that 
If you wish all lines to be the same length in a column, use the 
option. This prevents words sticking out on the right side of 
column; it works by inserting enough extra space between 
to pad out each line to the correct length. "Ragged left' or 
t -justified' text is also possible, ideal for lists or directories. 
Selecting Word Wrap ensures thai text is not split at the right 
Instead, the whole word is carried over to the next line, 
lexr is noi possible when this option is in use. 
f what-you-iype is what-you-gei is what you want, choose 
which will not format text at all 



Column and AuioQow are two independent Format options that 
control the overall way in which the other Format options are 
implemented Column is the default; k means that when the right 
margin is reached, the text should be formatted - as with standard 
wordprocessors. 

Autoflow, on the other hand, is very different. With it you can 

achieve incredible layouts, ft allows text to fill an area of almost any 

shape, When a picture a other object blocks 

the path of the text, a new line is created, tt 

has to be seen (o be believed. 

Effects alters the way the font is 
output to the screen. Words can be 
italicized or 'thickened' (made bold), 
which can do wonders when high - 
lighting parts of your text. There is 
one further effect that y0 u can . sub- 
ject your text to: Attribute. This 
basically alters the area around a 
character by changing it to the 
opposite colour from the character. 
The size .and spacing of characters 
within a font can be altered with Adjust. 
When altering the size of a character, you 
will see ir stretch (or shrink) enabling you 
to note exactly how it will appear on screen. 
Letters have different widths; for example, an I is much 
narrower than an m. When text is output to the canvas, the 
computer makes Sure that the gap between characters is 
identical - a very professional finish- It is possible to 'kem' 
or adjust this spacing; even negative spacing is allowed, which 
can produce interesting results like an expensive advert, 

For simple layouts like posters Off even cartoon strips. 

manual entry of text is ideal However, for large chunks of 

text it is probably best to use a proper wordprocessor AMX 

PagemaJtar can load in text files produced from many of these. 

If any of the Format options have been pre-setected. they will 

be obeyed. For example, if AutoQow is on and the cursor is 

positioned inside the object (or for thai matter outside), the loaded 

text will fill that space. 

There are four fonls to choose under the Set Font option: the 
normal Amstrad typestyle, a flowing lypestyle, an outline font and 
what printers call a 'pi font' - various symbols and signs. Tt is possible 
to define any of the fonts (bar the Amstrad one) or characters using 
the character definer included in the package Fonts can be 
designed from scratch using the Font option Once designed, the 
font can be saved. Likewise, other fonts can be loaded whenever 
required - these will no doubt be for sale from AMS and others in 
due course. 

The last of the text-handling options is Character. This allows 
you to 'pick up' from arty location on the screen a character or 
design and invert it (change whatever was white to black and 
vice-versa) or mirror it lop-io bottom or Jeft-to-nght. 

Hopping onto the next icon, a pot with a paint brush sticking 
from it, we find a miniature graphics studio. Its faculties equal or 
exceed those in many stand-alone graphics packages 
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SERIOUS SOFTWARE 




Paint the first option, is a very intelligent fill routine. 

It can HI any shape with your choice of character or 

pattern. Tremendous results can be achieved using this - 

B make a mistake, there is an Unfill option. It all 

adds to the making of a superb package. 

The Spray option can create convincing pictures, The 
brush spray will produce a solid effect; mist spray will 
cirve an airbrush-type effect (a series of random dots that 
eventually build up to make the pattern). 

All the standard features available in normal art 
packages are present in Pagemsker circles, ellipses, arcs, 
triangles, boxes and Imps. You can define their sizes and 
shapes. The shapes are drawn extremely rapidly - unlike 
other art packages. 

Select Font, Font and Character have aD been repeal- 
ed in the graphics studio for convenience. These options 
work just as well for designing patterns and displaying 
them as for characters. 

Defining windows is next, chosen by selecting the 
scon showing a blank p^gR- A window is a small area of 
the screen in which all your work will be confined. For 
example, if you use the SpTay option, the spray will appear 
only inside the window, preventing ihe rest of your work 
from being ruined by an accidental slip- 
It is possible to define either a text window or a 
graphics window. Only one window may be in use at a 
time; tills is not a limitation as once ycu have finished with 
one, you can easily define another. If necessary, you can 
invert the contents of either type of window. 

Many package $ fail down on iheir printer-dump 
routines. Pacemaker scores heavily in this area. Selecting 
the printer icon will let you choose either an A4 or AS 
printout Further to this, you are given the choice of three dump 
qualities: Draft, which is high speed', takes half an hour for a 
supposedly low-quality A4 dump. There is also Standard - medium 
speed and medium quality. Finally there is NTQ, near typesetting 
quality- 
Be warned thai you will be waiting well over an hour for a NTO 
dump. But the results' They are stunning! If I had not witnessed the 
finished page. I would never have believed that such quality was 
available from such an inexpensive setup, compared to phototype- 
setters costing as much as a house. 

The high-quality dump should be used only when your ribbon 
is lairly worn, to avoid smudging. Il caters for most printers 
Epson-compatibles, Amstrad DMFs. h®& in the "near future' il will 
be possible |o drive a laserprrnter. 

You can dump a complete page, just the screen in view or a 
graphics or text window previously defined, Wh.it more could you 
ask? 

The lasL icon on the top left of the screen, a shaded square, 
could wet] bo dismissed as the most uninteresting of the lot In fact 
this is the Goodies icon: it contains a jumble of facilif.es , 

Preview, the first, lets you either inspect (he page in ram or 
any other pages you may have stored on disk. Il draws a miniature 
of the page on screen. 

Gridlock helps align the cursor accurately. Imagine a grid 



Centered 



| fe you can see, ajl 

\ the text in this box . 

i 

is centered, 

jTMsneavii there will; 

i he ail *qual spacing ; 

on both left and 

rigid nargins, 



Justified 



Uteri the Justify 
option is chijse 1 

text positims itself; 
neatly Mween left; 
■end right nargiiK -! 
just lack at tlii&j 
Sox's contents. 



RiqJit-JustifM 



Perfect for lists:! 

Centre! 

Justify 

Right-Justify! 

Word Hrapj 

Literal! 



Word Wrap 



|fo avoid text 
splitting at the end 
Itf a flargin (uhich 



Centre option), » 
feiefi Herd 'Wrap* 



Literal 



H you uisJi tent 
to appear 
anywhere on screen 
pick 
Literal - uhat-gou 
rtype-is-what-uou- 



tetnd 
JFflTit 1 - Tattems 

Mf-Mfci 



mmsMsr'mmsm 



drawn on the screen - you determine us spacing. When 
the cursor is moved, it jumps in tidy increments according 
to the grid. This is extremely handy -j\ technical drawings 
where straight lines are essential. 

If you want the cursor co-ordinates displayed, select 
the Coords option. 

Calls to the computer's operating system are available 
by selecting Command. These are better known as 'bar 
commands' - commands prefixed with the '[' symbol. 

It is possible to set the speed at which the pointer or 
cursor travels. Default is slow - but that is hare's pace' by 
comparison to some other art software. The options for 
medium and fast can prove tricky for detailed drawing. 

Scanner is the final goody, It lets pictures from a video 
digitizer be 'grabbed' and placed anywhere within the 
page (Just as we went to press, Rombo, maker of the Vidi 
digitizer reviewed in AA /5, released, an overlay file to 
read its images into Pagemaker. We did no: have time to 
test it.) 

There are only two icons left on the screen One looks 
like a sick mouse: the Quick-Click Window {QCW). The 
other is a cross. You'll be thankful for it when you have 
made an error and wish to delete your last command. 
The QCW has many features that otherwise need two or three 
button presses. Choosing this icon will cause a further 20 to spring 
to view: gridlock on/off, zoom, ghosting on/off. spray sise'typs, 
pattern select, shape characteristics and instant eraser, to name but 
a few. 

With Zoom you can magnify and alter an area of the screen - 
idea) for fine or detailed work. Ghosting is the process of displaying 
an image on the screen but using only one of the two colours that 
make up that image. Shapes can be drawn hollow, solid, patterned 
and dotted, among other ways. 

You're not convinced that PageMaker m much use? The 
potential is there to create startiingly good newsletters, press 
releases, even small magazines - look our cover page was designed 
using Pagemaker. 

What a system! The software is exiremely well written with just 
about every function you could ask for - and others yon would never 
dream of. 

You may well wotider how it keeps all this information in 
memory. The answer in that it doesn't, II you select an option that 
IS not currently in memory, it will load it from disk. Shuffling disks 
can become a bore, but the end results fully justify the need, 

Before you rush out and buy AMX Pagemaker, make sure you 
have 164k of memory; either a 6128. a 664 with an extra bank of 
64k memory (the DK'Tronics expansion ram works fine), or a 464 
with an extra §4k and a disk drive. If you have these, then don? 
hesitaie to obtain this extremely useful utility. 



GOOD NEWS 


BAD NEWS 


¥■ Features galore. 


► Takes a while to get used 


►■ Powerful text-handling 


to alt the features, 


routines. 




► Advanced graphics 




toolbox included. 




»*■ Digitized pictures can be 




incorporated. 




► Printouts arc 




unbelievable. 





fidvanc&d Memory Systems Ltd 
Freepwr, V/amiKron, CheeSine, W/i-J IDE 



« (09851 4I3S01 
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WHAT! 



SURELY YOU'RE NOT STILL WAITING 
FOR THAT GAME TO LOAD ? 



ISN'T IT ABOUT TIME YOU BOUGHT YOUR 

SOFTWARE FROM AMBYTE, THE ONLY COMPANY 

WHICH CAN SELL YOU GAMES SOFTWARE ON DISC 

AT CASSETTE PRICES 



q HERE-S HOW IT WORKS~t m 



From the lial below you pick Ihc games you wanl, and we pul (hem on disc - easy isn'l it? We call Ihem custom 

compilations. The advani.ages are clear; you benefit from the lauding spp*Kf disc games offer, so you gel more oul of 

your software, but you don't pay any more than if you yvere buying the games on Ispe. Not only IhsL, many of Ihe games 

we offer wouldn't be available on disc - where else could you buy a Maslertronic gar-m for E1.B9, on ditc, it il isn't from 

AMBYTE. 



ACTlVlSjQN 



AC002 Mnds*iadnw 

AC003 Master of ine Lamps 

AC004 Rescue on Frad&ius 

acoos Hac*,e> 

ACOOG B»iry MoGltigan Hojjrg 



ALUGATA 



Ai.001 



t.'AOOi 

maooz 

WA0O3 

tJAW 
WAfJOS 
WA0Q6 

uaoo? 
MAOOS 
MAflM 
MAD10 
JMA011 
MA0 12 
MA013 
WAOU 



Who Dare^ Wins 2 

Tirders Keeper i 

Chiller 

No-nlcraquous 

Loc^molion 

Sour ol a Kobol 

r-orrnuia Orw Simulator 

One Man and H«sDroid 

Caves ol rtoom 

Into Oh.ivion 

KpflB Round 

TrwLasi V8 

Kate 

nadjeve 

Five aSd* Fooibair 



9.W 

999* 

9 99* 
rjjgl 

499* 

9 99* 



4.95 



1 93 
1 99 

1 99 
1 99 
1,09 
139 
1 SI 
* &9 
t 99 
?<W 
299 
1 99 

1 95 

2 99 



MtKHO-QEN 



MKO0 1 Battle ol T>e P!ane:o 9 0S 

MK002 Thr^e Weeks Jo Paradise 9 95 

MX003 Hertwls s Dummy Run 9 MS 

MKO04 Equinox 9.9S 



US GOLD 



USOOi Seaehiead 2 9-95" 

US002 knposstfc Mrs&on 9 95* 

US001 Winter Games 9.95 

USOOJ RelurnloOi 9.95* 

USO05 Bruce Lee 9.95 

US0O6 Gcwn*3 9.95' 

USO07 Zorro 9, 95* 

USo^S Bo*il<gm 9 95* 

USOC9 ftambirtttirE 9 95 

USOlO KungFu 9 95 

USOln ftcuffly Bat 9 M 

' 12 Dfisfln : .■-■ 995 




EEsanasiniEsi 

GROOi 1 hinp on. A Spring 

GRooz Way Ol The Tig«r 

GROW Super Sleuth 
GH0O* Sounder 
GROGS Monly on Iho Run 



K..F11 
KU002 
KU003 

KU004 
KUDOS 
KUOOT 

KUDOS 
KU009 



Ro# Raid 

Fn.ily Ffprd'. 

(;.i.'fT; <:■ ■ 

Arjjo N.ivra 
ftan*§a<Se. 
Duster [Jftek 



1-1002 Command* 
EL0Q3 Bomb Jack 
EL004 Gnosis andGootim 



PALACE 



PA001 
PAQQ2 



Cauldron 
Cauldron J I 



Firebird 



FtQCn Rasputin 

FIO02 R'J re atone 

HD0<* Con* Capers 

FIO05 Chiii-fa 

FKXMi TtiurtflemTTs 

FW07 WltowPaitem 

FJOSB Dcnl Panifi 

FI009 $ub*unk 

FI0<9 Shorts Fuze 

FtO" 1 The Comet Game 

FlO'? fVinja, Master 

FK>13 Colijtfjsi* 

FIQ14 Rolichopp^r 

HC15 Ilwuai 

FI01S Sea'iasHDf ir. 

FKM7 IhaWiWaunoti 

Hfjie Star hrebuds 

FID 19 Harvey Headbange/ 

FI02O Spikey Harold 

PSOoi. Thsa.!*e Europe 

PS002 Bail I* lor Midway 

PS0OJ Baltic of IMaln 

PSOO^I Swards and Socq*w 



6 95 
9.95 
B9S- 
BQ*i 
95' 

C9S 

5 95 

6 95 

695 

ess 

6.Sb 



1:99 

e.9S 
e.95 



8.99 
a .99 

3 95 

3 *■ 

3 95 
1.99 
1.99 
7 95 
f.99 
1.99 
1.99 
i fin 

1 99 
1 89 

1 53 
1 93 
1.99 

9 95 
9.05 
9.95 
9,95 



IA/1PO 



YQU MAY ORDER AS MANY GAMES AS YOU UK£ SO LONG AS THE 
COMBINED VALUE OF TWO OF THEM EXCEEDS CIS. YOU CANNOT, 
FOR EXAMPLE. ORDER SEVEN MASTERTRONIC TITLES UNLESS YOU 
ALSO OROE fl TWO NORMAL PRICED GAMES. 



ICRL 


CRO01 


Lnttiifance 


7.95 


GFtoO"? 


Ji^^rnaul 


7.95 


CR903 


Formula t 


7,95 


CR0O4 


Dtase Runner 


9 95 


| MAfTTECH 



BRITANNIA SOFTWARE 



SRCOl PtayYoni- Carets Right 7.9S 



CC002 Arnhem 
CCOCJ Dosart Rals 



eLECTRtC DREAMS 



MTO01 7aiS - The Rulitt- Ffcnms B95 EDOOt Wmier Sports 

MJGOi R-Lan. Jacks Superstar 895 E0Q02 SistncHjr.y 

MT003 Gdo11 Capes Strong Mai> 9 95 

MTQDi Sam Fox SinpPoksr 895 WSOOl Dynamite Dan 

MTQ05 WAR 3 95' WS022 BOUtd«td*lSh 



995 
95 

9S9" 
999* 

a 95 
9 95 



ORDERING (CPC 6 123/664 & 464 machines only) 

DON" FOUGET VOU WUST SPEND AT LEAST C1 S ON TWO GAMES, 

Please co-it order any games marked ^ith a star ("* unless youJiave 

leteptwped us [en iht;fK,mborbt?;Ow!lo make sure they an available. 

1 hgsegamcrjwgnjfio: aVeltab'g althiclimcclotfrgoingtopfessbul 

should be w he n you read l hi s ■ bul don't lake a chance - phone us , 

oiheiwise ycurprder might gel delayed 

Vajcan order as many games as you Ike, use a separate piece ol paper if 

you prcler, bul don't fg'c.cl any ol the deaiai f 5 asked lor by ihglprm. 

Phone 0277 229684 



Code Number 



TUI« 




Total Older Viilue 



Price 



U.U'i,' 



Customer Code (if you have 
ana please us.e it. il ss ves lime) 



Address. 



.Postcode, 



Cnonufffuind postal ordwr. should bemsdo payable to AMDYTE. All 
Orders should be posted lo AMBYTE, 2QU North Service Rd, 
Brenlwood. Essen, CM 1 4 4SG 
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We try to solve your problems with Arnold — nothing 



More on the disk operating system 

I noted with interest your article in Problem Attic (.December) or 
the disk rom routines. I discovered these routines myself after some 
heavy hacking and decided to use them in a disk sector editor I 
was writing, but came up with a problem i hope you'll be able to 
help me wliIi. 

Your article said one of the registers must be preset before 
calling the various routines. Qr.e of these. Hie G register, contains 
■he sector required plus &C0 for data format disks or &40 for CP'M 
disks My problem is that the user of my program may not know 
1 he format of the disk he wants to edit and entering the wrong format 
causes a l Read error' message which stops the program. 

Is there any rom routine 1 can use to determine tiie disk format? 
Could you also tell me how the system leads the various differently 
formatted disks wuhout any problem? 
M Worsley 
Fajeham, Hants 



I 



I 



There are two ways in which you could 
discover the format of a truck. The first is 
'legal': the second is not. I won't repeat previous 
explanation of how to use the commands on the 
disk rom, 

First, switch off Amsdos error messages 
(command I - Set message). Then using Read Sector 
(command 4), pfeoe a value (1. &4I and &Ci for IBM CPM 
and Data formats respectively) into the C register and jump to 
the rom address- If the sector vra$ read correctly, the carry 
Bag will he true. It is tiiert a simple task of recording 
somewhere iti memory, the disk format type. In the example 
below, which' will hold the format type; if for some reason a format 
wasnl detected, the error byte &FF will be placed into 'which': 



ORS S?O0O 


- 


nex> 
















LD hi,giDDQ 






LB HL,S*tt*5S 






LS 3E,G0OO 






cau sacDi 






l& C,t*1 


;sec:or nq 




LD tsetwess t>,HL 






1ST breads eel 








LD A,C 






JP NCreitl 


;on-error jj*? 


critess: 




LD (seUf»i2),A 






L!> CwblcMjH 




LD *,0 

RS" 3,sftness1 


;sihtch error I 
;iessage$ cr 


LP HL^rtiditi 






TALL or r ess 




RET 




tALL JBCK 






iff 








Lb (reads*r1),HL 










setness: 




LD A y C 




n*iff ' : 




DEFB SSI 




LD (re»ds*c?),A 






15 HL,t4DDD 
m 5E,rjC0D 




setnessl: 

DEFU 0000 




LD A, (FF 


;sLirch oil 




L& £,M1 




setnessZ: 




RJT 3,sttne5$1 


jerror messages 




RSI S,readsee1 
Jf> «,next2 




DEF3 00 




HL>I4«H>9 


;byff«r address 




LD 4JC1 




'eadsec : 




LD t,0 


;drive 




LD ivhWi,* 




DFF3 £84 




B>0 


;track 




CALL onmess 




r eadie;' : 




LD C,1 


;secror no. 




RET 




DIFW 0000 




RST J,r#sdK#c1 










-e ads be 2: 




JP HC # next 


;on-e r ror jump 


mxi 


l: 




c-bFe 00 




LD A,1 


; e 1 5 6 s ( o r 6 




LD A,4FF 


; i 1 unabLe to 






LD t if hi eh),* 


;3e:tor no. 




LD (tfhl :?},A 


;reid, set byre 


Hhich: 


; format type 


C»LL om«S* 


;ip? = -acf5 an 




CALL onittss 


;to SFF ther 


DEFB 00 


;i?ld here 


RET 


;tner re:urn 




RET 


;retjrn 








• 







The second method is to call directly a rom routine which 
automatically places tlie sector tJumbor in the memory location 
&BE51 This is not an approved method for accesmg the disk rom 
as it is not via jump blocks - this means that if the rom is altered 
at any time in the future, the routine may not work. 

To use this, you must first move to the track you wish to test. 



Use the the command Move Track (command 7). Following that, 
load die E register with the drive number (0 for A and l for Bj, then 
a call to the disk rom at location &CS6C is ail you need. This will 
place the sector number read into memory location &BESI. Very 
neat and simple But don 't blame me if it does not work now or in 
the future! Here is a brief example: 



0*6 59000 




lc Ht,mavtr?k 




CALL &BC&4 




LS (■OVtttffclML 




LB A,t 




LD Cnowtrat?)/* 




LD UindsedM 




LD £,0 


;drive ro. 


LD D,0 


;l"dck ro. 



SST 3,ir.fivtrak1 




mo:tr6k2: 


LD E,0 


;crive no. 


DEFB ii i 


RSI 3 ,-i r-dsec 






LDJ,(*BE51J 


;ce? sector is. 


findset: 


L3 Uhich),* 


ii> 'wh^th 1 


0£?b UiiC 


SET 




f irdsed: 

>C r B 00 


■outrak: 






of re £37 




vhi;li: 


iov t rait 1: 




JEFB flO 


CEFB 0033 







•sector no. 
;placed here 
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is too simple or too complicated for our experts 
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Another poet 

To the brilliant mag A A. 
1 wish to pose, 
(f I may. 

To you seme questions. 
The answers of which, 
I hope you knows, f'} 
Therefore, here goes 
C* - poeiic licence) 
l Do Type- ins have to be accompanied by a pnni-oui? 

2. Where can ] buy disk boxes? How much are they? 

3. What is the best machinecode tutorial book? 

4. When will Mitch-Hikers Guide to the Galaxy be ready For f he 



3, When wtU I receive my free disk copy of 3DStirstrike after 
subscribing lo your Fab mag? 

6. What is the best modem on the market for us Amsirad users? 

7. Finally, why does a CPC crash when the following line is 
entered (replace the dots with about 100 minus signs); 

PRIST W5-{".»*-$) 
Gavin Manning 
Wanstead, London 

Keeping it short and to rne point: 

J, No. 

2. Load & Run (tel 0322 7Si29) sells a selection of disk boxes, 
the beat being the Praia 3-inch box retailing at £7. It's also for sate 
at WH Smith computer departments. 

'J. Introducing Amstrad CPC464 Machine Code is the book to 
start on. It's what I used. Being both easy to follow and informative, 
there's nothing to compete with it By Ian Sinclair. ISSN 00 383073 
9. it sells at £$. 

4, Your guess is as good as mine! 

5, ft should be on the way as soon as you renew. 

6, We use the Nightingale modem and Commstar software on 
torn from Pace, For more details refer lo last month's centre pages. 

?. Your last point is very interesting, but leaves me baffled ft 
anybody has any ideas or has found similar quirks, do send them in. 



If not SETUP, what? 

1 have been following the series on CPM with interest as you cater 
for CP'M Plus used on the Amstr&d 6138. t have Supercalc 2 on 
disk, and after reading your article on Setup thought that at last T 
had found a way of starring up Supercalc immediately on booting 
CP M. Unfortunately Setup will not run under CP M Plus which SC2 
requires. 

My appetite whetted, I tackled the manuals, trying to find a 
way of achieving the desired effect - no luck. 

I have to boot CF"M. enter SC2 at the *> prompt, followed by 
teimr. when the copyright messages appear. Finally the s:ash (/) 
key followed by I to load a particular file into the spreadsheet. This 
totals six operations before I'm anywhere near starting all very 
tedious. Is them any way to carry out these operations automatically 
when CP'M first boots? 
CPti A Jackson 
RAF Wittering, Peterborough 

J certainly had lots of fan and games working this problem out. This 
is the simplest method 1 could think of: 

Transfer the files PIP And SUBMIT onto your Supercalc Z disk 
(these must be CPM Plus versions). This can be put into effect by 
booting your CPM Pius system disk and entering: 

PIP B; Pi p. ton- A: 
This wiU load PIP.COM otto uwmory; CPM will ask you to place 
the destination disk (this should be die Supercalc disk) into drive 



B Dont worry if you only have one drive - msen the disk into Dnve 

A: the system can be fooled into thinking is has two. PlP.COM. should 
now be on the Supercalc disk. Replace the system disk into drive 
A and type: 

3 IP &:$'J3MIT.tOKM: 
fust carry through the procedure as before, end I hope you now 
have the two files on your Supercalc disk. 

You now need to create a file called PROFILE.SUB. A file wuh 
a .SUB extension has The special function that it can act as a 
command tils - that is, it can tell CP M first to had a program and 
then press' certain keys. In fact it is fairly powerful and can be 
useful for carrying out boring or repetitive tasks. Unfortunately, true 
to most CPM functions, its not easy to set up. 

The reason for calling the file PROFILE is that when the 
computer first enters CP-M Plus, it looks for that filename and 
executes it immediately To cieuse such a file, boot your Supercalc 
disk. At the a J prompt, type: 
PP PPH)fILE.SUE»COH: 
This will cause a cursor to appear. Make sure you type exactly the 
following: 



>1ZB<»rHRIiMn4W) 
KIETURNJ 

<//Lf UenaineUETLmUCCTRL-J) 
tCTH-13 



That will have created a file called PROFILE. SUB on your disk On 
my version ofSupercalc 2L 1 had to type St6"28 to run it. Ifyours IS 
called SC2, alter the first line to suit. Anything tn brackets should 
not be typed literally; they are instructions for you to perform So 
for example, where you encounter CTRL-], press the Control and j 
key simultaneously - this, by the wxy, means move down one line, 
and CTRLZ is an end-of-ftle marker. 

The first line of Profile sub indicates the primary action to 
petfotm tin this case it to load $€6138) The greater-then sign (<) 
is used within a Submit file to' represent Return m an application 
program. In the third line, you will notice the keys you must press 
to reach the desired menu within Supercalc and load a fife, Alter 
'filename' to the fifn you wish to load 

For some reason 1 found it necessary to use two slashes, as a 
single one didn't seem to work. Any ideas, anyone? 



Just one more time 

The December issue suggested that people might send in programs 
to simulate bingo. Here is a one-liner. Characters with an up- arrow 
are control codes For example, the ' £ in tiont of 'Press a Key 
means rype Cotitrol-G - which will sound a beep when the program 



i I 11 c TrtfX WHILE c<91:s! a RNI>(1)*fi:b'i=RNDti:*9;IF iWX, 
3515=0 THEN PRINT" JSPress A key"; slMlLE MKET** l, *;1lfllftsffiI 
NT^RMOCATE t»£*4+ 1 >«S*£*4 ; fc=aS* I DtbS- i:PRiHt K:PHU #M tO 
IS|^"0t£";^"*OlD ,, ;t=c*1;i(sJ,bJ)=c:WEN9:EHii:EtSE GOTO fi 
ELSE KO&E 1i«-1;«0T4 I 



S F earn ley 
Drayton, Abingdon 

Okay, you win. But I tell you, it's the last time, and only because it's 
one line The AA offices ate knee-deep m bingo programs. It has 
got to the stage where Bob barely has the strength to (ahem) wwde 
in his joystick. Thank you for the overwhelming response. Pfesse. 
no more! 

(Note a peculiar Control-Zero near the right margin of the 
listing's third printed line. The others are Control O - the fetter »Ve 
apologise that the slashed zero is no.' yet working on our itpw 
typesetter - hist as we'd perfected it on the old one!) 
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3D loops 

Here is a fine routine from JD Crab tree of Darlington, using a simple 
algorithm It draws up IS symmetrica) pattern* of incieasg com- 
plexity and refinement The shapes are based on rowing and 
interweaving circles and ellipses. The demo lakes around seven 
minutes to complete - well worth the time, ft just goes to show thai 
Basic is capable of complex and powerful mathematical functions. 




of 

»// 
»»,iy 

d>,dy 



Variable height 

We have had slow double -height, fast double-height. Basic double' 
:ht and machinecode double-height routines in past issues A 
sensible follow up would be a program for variable height or width 
You have John Keneally of Exeter to thank lot this, 

The main routine is from line 6CO0 on, John has included a small 
demo which shows ofl the program's power. If you wish to use it 
in your own listings, the following variables must be eel up; 
the string io display 
graphic coordinates 

magnification factors - horizontal and vertical 
change m horizontal and vertical poanoti for each 
successive character. Expressed as a proportion of the 
character size. For normal horizontal writing make 
d>-l and dy-0. 
pert colour 



ITafitttc he-jM 
2 ' John KeteaiLy 
! IpJtfid Act- 1>-\ fsa 87 
1C SfHSSL AFTER 52:flx-i:>y=3;**1G.G 
y«??4:ai*ilr=?'.d.<5l:dy=Q 
*3GE I :**=**«* trad' :GvSU8 6000 
By»?i»j«©:y»?80: t^0;gink = l :dy=-3, J 
as = - act"' :&0SUB 6&DQ*.*=316:y=2T2 
dy=0.3;3t= u IOf* n ;WSUB 6000 

a'is£HW(-250)'+" '♦EHff$(25i> 
S0SU8 6000:x^9>:y*;>0 

j*-l:cy=0.2:BX-2:»y=? 

si= SKILL" :603UB 6000 

y~y-64*cy;dy'-<Jy 

5S= 'I*KT J ':G0SUB 6000 

; -t-3:x=1v^y=100:dy-0 

sS^EaUTIHG'^GOSUB 6000 

&0T0 V60 
- 4=?*«y-?:i5 s 2*i*-2 
FO* 1*1 TO .:M.iS! 

n={*scwi&s(as f i))-3?)tata[iiEit*i 

ylVy.f"f.0a r-i i TO i 1+7 

MLr i2<>0 

IF ■lu.&ND 'J&ioO THEN PLOT 

BRMfi -ij>VU: JRAW'^ 0,14 
iZ=(i2'*Z) A K0 ?55r«1^U2*ml:$E«& 
M=yt-2*mysfiE.Xf it 

NE-X1 uRETMH 



K 
5C 
4C 
5C 

8G 

\W 
UD 
120 

133 
U0 

153 
HO 

tm 

tri5a 

613*3 
605(3 

mm 



6070 

£B?0 

613] 



Landscapes 

Last issue we reviewed the Landscape Uuhty This month Martyn 
Harrison of Stockton-on-Tees has wrmen an extremely short routine 
to do virtually the same: create landscapes. This is an excellent 
piece of programming - no weed to shell out £19. With a little 
modification, it should be fairly simple to incorporate routines to 
draw clouds, trees and so on- 



1 ' La - - 

I ' ' 
5 ' An 

id ?;■ »<i 

ED H Y\ 

K -•- -- TO 
-1 HEITzfOH n- 
MWf>*80 

SI =?SD*15 

" • - ff1 :PRINT 
2C FCR k=0 ro 
9C PLOT >,0,0: 
.: k*Z*Pi* : jt/iS 
11C y=y+»th>*( 
121 DRAU *>y,t 
13$ F0 1 ! 1=1 TO 



F*3 37 

:aa=3D:IN< 0,11 
tSriNK i,RNJ*26 
1 TO nn 

;N£XT 

LANJS CA=Er" 
63-9 STEP 4 
y= 10 
4Q:F0R nM TO " 

<n>;NEXT n;NEn 
3000r NiL ■ 
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Multi-coloured modes 

Ever wanted twice as many colours in all modes? TA Shah of 
Blackburn, Lancashire, has written a fantastic utility thai will allow 
four cotoura in mode 2, eight in mode 1 and aU 21 in mode 0. As a 

consequence of the programming technique involved, when you 
issur: a *0DE command, the screen will (Ticker and look unsightly. 
To overcome (his, several HSX commands have been included - 
these are commands preceded by a bar ( i ) 

These are itie extra commands and how to use them: 

iNO&E p n changes to mode n - fairly obvious. 

I IKK sets all the inks to be used by the interrupt routine . The 
inks are set by the operating system's usual INK command, but 
instead of the inks flashing when the second colour is used, the first 
number is used to" display one colour and the second to display the 
other. You use it following the usual command, like this: 

l'Mk1,3,6:iI'Ni( 

13 ' fWETI-WLQyJttO MODES ?60 3ATA 4B,5&*M'j 

23 ' U Shah 270 DATA i9,Cl,B9,DD 

30 ' *r S fad Action Feb 87 ?SC data 51,A1,21,2il 

40 fit t = 6*D30 Tfl fiA155:REAB a£ 2?fl &ATA A(J # C3,E0,3C 

5C PQKE f,VAL< ,: i"taS) 333 MIA 3i,A1,35,23 

it b=b*VU('r*iS?:NEn t 313 IATA CMMS,:** 

MI IF b-37637 ThEM 90 3?0 aflTft C5,i$,0V'- r 

fit PRINV'ERRCR IN DAH":STiJP .330 DATA CB,F1,ED,49 

90 CAL. UOCG^ODt 1 $40 DATA 10, EC, 06, 7 F 

100 PR! NT" COMMANDS I N & T At L FD" : E ^D 350 DATA 4B,52,M,06 

tID (HTA 01,0A,A0,?',54,A1,CB,D1*BC 360 DATA C - ,)9,0D,S1 

123 DAIA CME^AO^^yACti^MO 370 J3ATA BC,€1>C$,FE 

133 MJA C3.5^.fiO,C3,3fJ,#C^CJ,30,Al) 3&C PA _ A UD,7t,00,CD 

H.fl MTA 4D,4F,ti.,C5,i9,4E,CB,Jif ,46 390 DA'A C9,DD,2l,32 

150 DA"A C$,<>F,CE,53,i9,5A,C5,QO,0Q 4CC DATA C&,35,B[,D& 

\m DA"A 30,00,00, &&, ' E, 0O,r E ,0 J, C 3 410 DATA »),^,f>,2] 

i?0 DATA FE, 06,50, 32,9?,A0, C?,iH, IE 4?0 DATA ?j,FK,E0,43 

180 DATA ^,A7,[C,30,32,H,4l,tO,f|> iJO )ATJi CQ,CC ,00,r>Q 

190 0A"A 49,21, 1',A1,G6, 81, 11,£:,A.O 440 1ATA GO, 60, 00, DO 

2QQ DA"A C3,!>7,g{,21,1F,Al,AF,3?,lE *?0 DATA Qfl,CJfi,3u,fl0 

213 PATH M,C&,l»,B:,C3,Q2,e[,F3,l>D 460 DATA 00,00,00,00 

220 DATA £5,D9,C5,)>,21,3*,A1,uG,0F 473 DATA 00,00,00,00 

230 DATA C$,&,bMF»&MMME;0.1 *B3 BATA 00,00,00,00 
?i£l MIA CB,F',EJ,49,>3 / ?3 / DD,23,t1 
253 MIA 1C,EC,06,7f,0=,00,ED,t9,Eb 



This will display 2 separaie colours on different parts of the screen 
- they will not flash. 

|SI I E , n seis the size of the display area for the different colours. 

n mast be a whole number between 1 and 5: 

1 displays only one colour 

2 a quarter one colour 

3 - half one colour and half the other 

4 three-quarters one colour 

5 - all the other colour. 

1 N switches on the interrupt routine. 

•OFF returns your Amstrad to normal. 

When the routines are on, all colours are changed because 
:hey are being flipped in the pallette memory. The second program 
is a demo, showing off exactly what it can do. 



,06, 7F 
,E1,FB 
,A1 ,?.f, 

,n,E$ 

,05, &D 
,21,32 

,«♦« 

,01) ,23 
,0E,00 
,7F,CB 
,21,28 
,C0,CS 
,0£,3t 
,A1,<W 
,70,00 

/ti, vo 

,52,A1 
,00,00 
,0G,0C 

,oc,oc 

,00,00 
,00,00 
,00,05 



,CB,F1,HD 
,36,1)3,32 

,&ms,2j 

,F1,E1,FB 

,'1,04,0F 

,DD,4E,00 

,DD,23,C 
,FD,i9 y E0 
,Fl,E&,t9 

,:D,3D,ftO 
,0f,«,78 

,DD,71,D1 
,FE,Af,CD 
,f9,OO,C0 
,00,00,00 
.0,05 
,CC,CD,00 

,3i3 f 31},rj!J 
,10,33,33 



1 • Modes and s.SioUfS tfemu 

2 ' TA Shah 
10 !rC&E,3:30=SOB T?C:F(JR 4 = TO 15 

2G 'KK 4,*+15,A;NEXT 4: r [MidKATE 1,1 
30 FOR. A=Q TO 15:PFN AtPRJJT "PEN";*; 
tQ HCXT a.LQCJUf 1,15;, FM *=0 TO 15 
50 PEN A;FRPr"FEN ,, ;4;:KE)i1 A: G0SUE3 210 
60 ift0D-E,1-;6«SUS 170:!NK 1,11,25 
70 INK 0,t5,H:ISK 2,4,5: INK 3,22,23 
30 t INK: LOCATE l,il:F0B A=D TO 3: PEN 4 
90 PfilhT "MELLO-pHEK- *:l6CATE 1,15 
0C r 0R 4=0 TO 3;PEN A;FR:*(' "H = .iO"; 
Ml! NEXT a:G0SUB £10: ! nODE,E:50SUB 170 
120 INK 1,T1/5:IMK 0, IS, 14; I INK 
130 LOCATE 1,11:FCR A=0 T0.":PEII A 
HO PRIjr'HlUtf*; :AEXI A:^9CATE 1,15 
153 FuR A=0 TO li-PE* A:PRINT >l HEUO"; 
160 WEJ(T A:fN& 

170 PRIth-"DEFAuLT COLOURS ARF " 
'3D FOR A=0 TO 1 ^ - PEN A 
WO PRINT ' => EN ■ ; A; C HRI ( 1433 
200 NEXT A:PRlfcT:PBINT 
210 PRIHTrPRIHT 
220 IHPJT'-PRESS EN^ER M ;fi5:C.S:RETURH 



Budgie 

Ever wanted an absolutely useless piogram to make Arnold chirp 

tike a budgie? Year prayers; have been answered. Ian Cookson of 
Coventry has come up with an ideal solution. It may not be much 
use, but will teach you a little about sound production. Anyway, i:'s 
pleasant listening. 



Rotating triangle 



The following program from Michael Pease of Norwich is a simple 
wiie-frame graphics demonstration, The program creates a triang- 
ular image, which it then rotates around an invisible axis. 



1 ' 


Budge 






2 ' 


I an Cookion 






3 ' 


Amstrsr; ictlon Fe 


b 87 




10 


ENT f,2D,1, 0.5 






20 


ENV 1,23,0,25,1,25 






30 


iK- 2,33,0.5,1 






1C 


Etw - 3,20,1,1 






it 


lt=nT{RHD*S>*1 






a 


F9R 1-1 TC Ln 






70 


F0=t m TC 3 






30 


dur(rr)-IMTt'RSD*?)+9 






90 


e( r ] = ISf CRND-5]"-1 






100 


en(n)=IH'mW)*1 






no 


!tOt*tn}=T»TCSM3*9) + 


i 




129 


NEXT 






130 


S0US9 ep( 1 ) ,notef 1) 


,cur (" ! ,6 


1,MD 


140 


SCCND 6ti(2)>not*(23 


,6[}f(,2) ,6 


1/c(2) 


150 


SCUND B.n(j>.,pfttet1'i 


,djr(3),6 


l,etS) 


w 


FOR a-' TO INT'IRWD* 


1503*iaD:MEXT 


17G HEX1 






1£G 


FOfi p¥1 TC 3UUNU+ 


'000)* 500 


NEXT 


190 


6OT0 50 







' * Rfitating :ri«rg.e 

? " JVnaM Pflsse 
3 ' Am^srjd Ac:icr Feb 37 
10 H0&: 2:IW< C,D::i*K 1,26tBDR&£R 13 
20 A=RkD:B=RhD:C=RtD:PFUNT 
30 PRINT " : RA*tE: "; 
40 0E6:PR1NT " ********** Graphic 

d£jio by Hicha»L p e*sf ********* "■ 
53 PRINT M SE0UEM:i::- , ;5 : LOCATE 1J 
63 F<!fi T=l TO SfhPRllVl '-";:NEXT 
70 FC-R 2=1 TO £30* 7 3'EP 7;F = F + ' 
50 Aps15*Cv5{Z*A>:BP*3S*SIie(I*8J 
90 CF=35*COSU*C> 
'00 ORIGIN I20+OP-BP/2)*3,190* 

£BP-CPA2>*2 
110 CALL &BD19:PlC" AP,BP,"!: >RAW BP, CP 
120 DRArf CP,AP:DRAVI AP,BP:CA.. SBC19 
13C DRA^ &P,CP,2:DRAtf CP,AP;DPJW AP,0P 
14C LOCATE S,2:PRlHr F 
153 ^EXT:PJtr«T CHRS<7):S=$H:f=C:CLS 
160 3S0I0 10 
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KHRflL 






MS 

m 


Hl^^^B 






as i 




^B^H^^^V^ ■ r " *~ ■ MVi'^wflH 




Bbb^ f : ct 3B 







Llt^M 


- — — i— A B 


JL1 


IK AC Li 


in 9 




A 100 % role playing game... 
Come down Into the fascinating 
and devilish world of 
THULYIMTE. Whether you are a 
warrler or a dealer, you will 
have to fight against terrible 
ennemies whose only aim Is to 
destroy you. ^^ 

Ml 





1, Vwe Frita Ebautf 
$4000 Odteil 
TEL 01 0.331.43 .39,23.21 



Forget about soapy characters 
and flying witches I 
The most fearsome of all anti- 
socials has got one mission : to 
get the president out of the 
prison-like MANHATTAN. Blood 
will not be spared J 









1 99! ; The year of all dangers, 
motorways have become bloody 
battle fields, fuN of looters of all 
kinds. Your mission Is to drive 
an artlc-lorry changed Into a 
tank and to carry your cargo 
Into safety. 



When there Is no space Jeft in 
hell, the dead are coming back 
to earth,.. Your last possible 
Issue Is : a supermarket where 
you get down, body and soul, 
piloted by an ICON. 



^ 




v'ole F^lix Ebou6 
S4GO0 Creleil - Fn 
TEL. 010.331.43.39.23.21 
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Screen flip 

Richard Turner of Northampton has provided a mini -listing thai 
turns a screen upside- down. A simple Call to location &9C40 sels 
this in morion. 



! " Scr 
I ' R-c 
5 ' An* 
ft f 0fi 
20 POKE 
5C DATA 
4Q 0A~A 
SO DA"A 
60 MIA 
70 !JA~A 

30 or A 

100 DA~ 

110 DA' 

120 DA* 

150 ' £ 



sen flip 

hard Turner 
trad Action 
t«i*C40 TO 89 

t,VAL<'T'+aS 
?1, 00,20,01, 
0A,C9,1?,:B, 
17,C9,1D,CB, 
H>,C3,1?,CB, 

i7,t8,i&,7B, 

Ca,t?,CB,TD> 

CB,1D,CB,17, 
A eB,l7,t6,?fl 
A 7C,1?,E1,03 
A G2^4?,»C,C9 

ALL 69Ci0 to 



Feb 37 
CA3:READ it 
hNEXT t 
fJC,C{J,11,U, 
1D,CB,17,Cfl, 
17,CB,1D,tfl, 
1D,C.&,17,CB, 
67,TA,CB,17, 
CB,17,CB,1D, 
C8,1P,CB,17, 
,CB,17,CB,1;> 
,1B,?B,7D,B4 

flip screen 



FF,ES 

15, £8 

i7, :e 

!M8 
CB,lft 

C8,I7 

C8,tD 

,73,0? 

,ftM 

,00,00 



Electronic rainbow 

Messrs Keldorff and Havmaad in Denmark have written a program 
that will allow you to create some totally meaningless yet satisfying 
effects. Using a joystick or the cursor cluster, patterns can be 
produced which, when the fare button 'or copy key are pressed, will 
come to life, It's danp by palette switching, a CPC speciality. 

IE you wish to use a joystick, remove lute 20. For a green-screen 
monitor, remove line ISO, 

1 ! lltitrmrt Sainbo* 
I ' Rasnus <?idorif & Hads Havric I 
5 ■ Aastfad Action ? et &7 
'■0 UfW4;r:gr.t-7S:up-73:<J5if*!-72: 
H*H ' J^Mitk 

20 teft-S:r-g!it-1;tjp=2;dcim=0: 

fy*9 ! teybeard 

!fl i'l2L-.y~2QZ:^}:H^l OiBGR&ER Q 
40 INK C,C:FQR &*1 TO t5:READ a 
50 INK g,a:p5=pJ+:HRSCa):NEXT 
J50 »H1LE 3flKEU"f*!=-' 
70 i=ii»£lM?ErUef t'jo-l AN2 x>0)*3- 

UNK&Ufi$htJ<>-1 AND ji<63?>*3 
B0 f=y + (INKE v tii[0<>-i >NB y>8)*8- 

UNKEHdckrnl'o-l ftffD y<392>*8 
90 s l01 i.,y,p:PLDT >.,y-?:p=p+l 
1 DJ IF p=1i T HEK p=l 
11'3 WENB;l»HUf 1I»KEY<47>=-1 
123 FOR e«J T& IS 
113' INK E y ASC(«lDS[pJ,o,l}}:NEXT 
140 oJ = PlISS(p5,'5,-MRi;t£p$,!/lU 
150 W£ND;SL:t* 

ISO UU \,l f V. I 2Q f H / 2l f \t,? f i f b / 
,24,22,U,9,10 ' Cotoiir 

170 mm *i;n,iiM7,iovU;i*',i3> 



Window saver 

As you know, it is possible <o create windows under Amstrad Basic. 
These can open at any position on the screen a maximum of seven 
at a lime. One annoyance, though, is thai if one window is defined 
on top of another, the contents of the bottom one are lost forever. 
David Lincoln of BeestOts, Nottingham, has produced a program 
that will save areas of the screen xto memory. These can be called 
back at any time - not necessarily to the same position. 

To load and save a window, you are provided with two RSX 
commands: 

In both cases, a is the left position of the window, b its right, c top. 
d bottom. 

The final parameter, e, is the memory address where (he 
window is to be stored, By varying ii, you can store more than one 
window, Anywhere from &4Q0Q to fitGOOQ is as good a place as any 
to start storing a window. If the whole screen is saved, though, you 
need &4D0Q bytes and the start address must be near to &400G. 

Obviously, the same address value must be used when 
restoring a window, It may be loaded back to a different screen 
position, as long as the height and width are not altered, For 
example; 
i. SAVE, 10,20,10,20,44000 
I.LOM* 30,40/0, jq, fciGOO 
will generate a second copy of the first window, 10 characters lo 
the Tight. 

It is possible to calculate the number of bytes needed for (he 
window in memory: L*D*3 : where L is the number of rows of 
characters in the window, and 
D = {right of window - left of window)*(widih of character). 

The width of the character varies according to the current mode 
setting, It will be 1 in mode 2, 2 in mode 1 and 4 in mode 0. 

To save the program as a binary file, type; 
save 'wimk.B;r,MAOao,4f¥. 

To reload, type in direct mode: 
fflORY SftOOG:lOA0"vilf»OV.Btir:CJLLL U080 



1 ' rf'Tdow saver 

2 ' David Lincoln 

3 ' Anstrad Action Feb 87 

10 FOR t=8A0SO TO SAQa0+iF9:RFA0 aS 

20 t=wsi.r&"*as; 

30 POltt t,V4L<"B a, +a$)il<EXT t 
40 IF b=277«6 THEN 60 
50 PR: N TERROR IN DAT A"; STOP 
40 pfl:?iT"1e* toimands available:" 
70 PR! NT" !tf,SAVE,<<J>, <&>,<<:>, <d>,<e>" 
80 MU ST" 1M. LOAD, <a> ,<:!>,«>, <d>,<e> 4 ' 
90 CALL SA080:EN0 

100 M<t, 01,e6,Al,2l,7a,ft1,C.D,Dl,BC,(V 
110 OAT* it, 01, 26,00, 22, ?E AU,C3,?A,AC 
120 BAR ?1,00,00,??,7E,Aa,OD,6E,llD,CD 
130 DA T A 6d,B1,22y78,A0,DD,7E,02,0D,46 
140 DA"ft 3i,90,3C,AF,?5,30,r?,7C,AC,DO 
ISO DA'A 66,08,25,DD,iE,0<,2D,CP,lA,flC 
160 DA"A 22,76,AQ,E5,DD,fifi,Ofi,25,DD,6E 
TO DATA fK,2D,CD,lA,BC,5D,CU7D,*1,82 
ISO UU *f,?6,G0,22,7A,AD,2A,7E,AC,7D 
190 DATA a7,CA,24,Al,O£,08,2S,7A,AM$ 
200 DATA 2A,76,AfJ,ED,S6,7B f A0 f 7E, 12,23 
210 DATA 13,10, rA, 00, 79, B7, 23, 13, 2A, 76 
220 DATA AO,CD,26,BC,22,7«,aO,2A,7A,aO 
230 MTA fi5,2A,7^,A0,C3,ES,AO,2A,7t,AO 
2^0 1ATA 70,30,6E,22,7C,AiJ,87,C8,?A,76 
250 DATA AQ,tO,2MC,22,?&,AO,ED,53,7S 
2*0 BATH AO,C3,DE,AC,0£,08,2A,7A,AO,45 
270 DATA 2A,7fi,AC,E0,SB,78,A0,1A,77,23 
2B0 DATA '3, '0,FA,C0, 79,87,28,10, 2A,7A 
290 DATA A0^5,2A,76,A0,C0,26,8£,?^, 7 6 
300 DATA A0,:3,31,Al,3A,7<,A0,2a,7D,B7 

310 CA1A C8,Z2,7C,AO,Ea,53,73,ILO,2AV0' 
3Z0 tATA A0,C&,Z6,8C,22,76,A0,t3,24,A1 
33C DATA H,M t tlMr*Q*thM*tiA,W,2t 
340 DATA 53,41, J*,C5,S7,2E,«,4F, 41, Ct 
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AGRAL-86 

That dynamic Danish duo, Rasmus Keldorff and Mads Havmand 

have written AGRAI* - A GEAphi'cal Language. Agral is a very short 

vision oi the well-known language Logo. These are the commands 

thai Agra] accepts: 

w*ik k move x units (backwards when x is negative) 

TURN * turn right by x degress (led when x is negative) 

AfftGlE* sets cursor to bearing x degrees 

CLEA* x changes the background colour to x and clears both 

tew and graphics screen 

pENCIlk changes ihe drawing colour: 0^ delete, 1 '-yellow. 

3 -green, 3 -orange 

LOOP -i no nestling allowed, As the name suggests, you can 

repeal or loop several commands 

EN 5 starts execution of your program 

To help you on your way. here is a email routine to try 



LOOP ID 

WALK '00 

THR.N »0 

■KU 100 

irtu too 

TdSN 90 

WALK tCC 

TL;Hhi 126 
£KD 



'• ' AGftAL-Si 

2 ' Ra^iiiU3 Keldor'* £ Mads Hauiiiand 

3 ' AB&tfad A-; tier Feb 

10 aU;=£9m:a<3>=j4576:a(3W9"j6: 
AEH0RY 6999TD1W S(Z0):F(>P, g=7CCC 

W11: HEAD w ,*?'}<£ g,w:NUT: 
W 9=0 it) 7YREA* »:bty>>i4*):ft£Xf.;- 
3n«t-=:0: K-3?D;y = 500: p= 1 : c> = ' : 
)i! >fiLK..-|J.ftH..iltCL£,CL£AR, 
^EHauOGP./'^e'S^CBE 2:G0StJB 170 
rGOSUe 15Q:JEG 

?0 Ef VP0i<j£0>^ W.tS HOCE 2-j.Wv 20 
ELSE LINE 1N 3 LT M > ";b*':b5*dftPERS 



30 



40 



53 
100 



tMkSMOU' 100:GO~0 20 
If taHp»Q THEN &35\J9 170:tOSliE *B: 
GOS'ttB UQiGOSL'B '60: 1FTURW ELSE 
;F ip TfcEk JtE^UftN 

,/;px->*Sl8(anglJ: 
. (anglJiDfiAltS px,p?>p: 

ltfj!e.(feflJL*f> M0i> 360 ;SETUB« 

SOSUB f7fjj.arij9Lsfirte*i 100 12: 
6,01u15fl 

F"f 10U 4:S£TU((N 
H :i=*:i-p^:fi£TURN 
IF bS-'SlVD" T»EN IF ip TH£N feOSiJtl 
*7Q:ip=L: = ■ I : F S R lp=J TO t iFOfi 
h=1 TO ::oS=Sth):3vSUB 110; 
REXT Ij,.p;vc0:l3^3:'-0:60SUB HO: 
fjOSUB "bD: RETURN ELSE MINT 
"ENB Nut r^pp-rec" :HcTLfiN 

HO y*If*5?-ll:fbi> :M ":J>iF vLp=0 THEN 
PRINT: "SyrrtS* Err£r.'':«erMH 

1^0 f 0R 0" T r$ 31 STEP 6: IF XE&S 
U*>»>V- ■)-JfT${b% / v: THES 
ip IHth iS(i) = bS:i = n r ; I F Wl 
■HL1 PRINT "END ^o fuLL^ ll :?ttTUfiN 
FI^E 1*1 ELSE T.jj'»a E15F NEXT: FftINT 
" Inknovn tonmartd'^nJSN 

133 fP.Wt(NI?S(bt>vf+i;4>)^tl 

i!TC s /iM GOSUG 30,5c, «', ?0,8O,90 
:RE?m 

U.'g WHILE ;tl<ETS<*"":UEMi:1iHlLt 
ENKET$=" ,f ;Uf.y>: RETLSJ+ 

ISO HOSE UBQRKR bCtlNK'O/bCiiHK 1,24 
;3hlC 2,H:INK 3, IS 

160 ;=?:&0SJe 1S0:>ODt ^ : r =* : «OSUB 160 

:ldutf i,c?iflET-ufi« 

17C C=0V.SO5UB 16b:c¥=l/POSr.#B):*()DE I: 

C*6:$0$Ue l80>RETHB|!t 
130 POKE 7t05,INnb<cV/?5fr>:POXE ?008, 

tliiffrfc«tt??ft?WAi.i 7000: Re TURN 

190 [)*J* 1,C,6*,33, 0,0, 17, 0,0,^7, 174, 
201,1,3,1^,3,1,^1,)l6Ch-infl Code 



The 3D world 

Continuing with thrae ■dimensional perspective!, we have a win 
world for you, programmed by Jason Etskine of Newhaven, - 1:,-, 

short size belies its execution time. 



1 ' THE 3D kORLD 

2 ' iasol Er'Jkine 

3 ' Aistrad Ac : ion Feb S7 
1G HOPE ?:PL0T 320,300 

30 F01 Ml TO 36Q:DE& 

JO FOft b»1 TC 1? STEP 2 

i0 K&1 3a0*£t9Q-T0*bJ*:0S(a),;00t19C*S[^l(aJ 

50 SEKT fc;F0R t'1 TO 19 $l£f> I 

60 PLOT 52Q*1v0*COS{a),?0GM19G-1O*t>*SIM(a) 

n NEXT C;NEKT a 



Guidelines for Type-in authors 



If you plan to send a Type in listing to be considered for 
publication, here we a few pointers; 

► Use lower-case rather ihan capitals for variable names. Keep 
them short but meaningful. 

► Do not use letters that look like numbers as variable names; 
lower-case L (L) f capital I or either O, Even 3 can look like a on 
soma printers, 

► REM statements make the program easier to understand - 
especially when you rediscover it on tape six momrm later. Put 
progiam name, sourea and date at the top, REM every subroutine 
to outline its; purpose. 

► Structure your programs - divide them into sensible proced- 
ures. 

► Avoid Jong multi-staiement lines. Short lines make debugging 
easier. 

► Try to keep lines short enough to fit our columns without 
confusing wrap-arounds. 

► And piesse make sure your name and address {in human- 
readable form) is on every single piece, especially the label of 
Ihe caesette or disk- Keep a copy, 
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The page where you can help others reach 
enlightenment with their CPC 



Fat keys for Tasword 

If EK Scot! (Problem Attic, October) really 
waiiLu to use 2k for key definitions, the follow- 
ing short program will do the trick. Whether 
1: wilt be of much use is another matter, 
Tasword doesn't leave a lot of room for files 
as it is, and after thia program :s run the whole 
of the- tutor fut? will no jor.gcr fit. You get a 
File Full message alter 185 lines, 

10 SYMBOL AFTER ?5£ 

20 MEMQSf S9F20 

30 m a=t9F*1 TO 4*f£A 

40 i£AD bS 

50 FOSE a,VAL("S' r *bI) 

60 nekt 

70 [ALL S9F21 

so pun' r AsyoRD" 

90 DATA 11,23,9F,?1,n0 

100 fcATA 08,tD,i5,aa,c9 

The routine can be used in any other program. 
It permits up lo 255 characters or, one key - 
for example, type <l* 

139, STRINGS [?$5/ r A") and pressing the 
sniai; Enter key will give hundreds of AAAAs. 
The program can be modified quite easily 
to give more or less memory for expansion 
keys. For example, change all 9Fs in the 
program :o 37 and change the sixth data item, 
08, to 10 to get 4k for tixpansions. 
Alex Aird 
Birmingham 

Putting Ascii in its place 

Here is a shortish routine thai I'm sure will be 
of interest to many readers. It can transfer 
Ascii files from tape to disk or vice-versa 

Alternatively, you can vie* the text file, rathnr 
like the 'Type corr.mar.d in the CPM operating 
system. The program is self-explanatory 

1 ' A s c ; : transfer 

2 ' *J Ht Grecor 

3 ' Mtstrad Action F*a 3 7 
10 iH5C:MQDE 1 r LOCATE 8,5 

20 PlInrASCII TAPE/ DISC TftAN<F£R H " 
30 LOCATE 1,10: INPUT" EST ES TAPE 

FILEMAnE';ft£ 
40 PRT-NT: INPUT H ENTER DISC 

FILENAME 1 ;fd$ 
SO LOCATE 12,19:PRI*T"1 — 

TiOf to Disc" 
60 PRINT TAe!12>"2 -- D ; sc to Tape" 
65 PRINT TAe;i2)"5 -- Read FtK" 
70 LOCATE 12,*3:INPJ*"HtFP 

CHOI Cf; 5* L 
SO ON SS?L GOTO 200,130,430 
100 !TAPE.CUT:0PE>O fdS 
110 OPEYD'JT ftS 
120 03SJ3 300 

200 itape,in:open:n ftS 

210 0PEN0JT fdt 



220 GOSU 3DC 

300 KODE 2: UHILE NOT EOF; 

JfcE iftPlTf?, 3 S:PmT 3% 
310 PRlMi9,sS:HEIO 
320 CwGSECUT 
330 CIOSIIH 
5tD rD[5C:Et»D 
t-30 LOCATE 1 1,?5:II1PUT ,, (T3ap* or 

(0Jisc";seL*:*eL4=LPP6HSCse.*3 
410 Jf seLS- — THEM I5=f tS : I T APE 
t20 IF Sfl,S="D"THEH t*=fcS: iDISC 

"0 JtODE 2:kH:LE MOT EOfjUUI 
tNPt"f9,s£;PfilNT I J: WIN*: 
G0TC 320 

RJ Mc Gregor 
Bristol 



Complementing sound 
digitizer 

I have written a program, Sound Bank, to 
Complement DigitifcGr {AA IS) for SI 38 users. 
It lets yet store dig-.taed sounds m the upper 
four banks of memory. This leaves full Basic 
memory untouched bar that which contains 
the digiiHer program. 

The memory available to store the digit- 
ized sound is 64k, v,ltich by my calculations 
gives approximately 45 seconds of sound. 

Type the following in direct mode - make 
sure n is between and &3FFF; 

HEHOftT t8FFF;L3AD "It 1«IT£ZE . BIN" 

CALL i^OOQ: DJT i/F00,l9*j : R,U003,n 

£AVE"t)ank1",3,Si030,il 

(rtfl *?-QQ^1 ?7t R,fii0GG,r> 

5AVE , 'barik2",a,U'30G,Ji 
DJT t7*flfl,m: 8,1*000, r 
SAVE"banc3",G,St330vfi 
DJT i??00,1?S; fi,&i000,r 
SAV£ n barki",t,6tDDfJ,n 

Each bank is saved separately, so four files 
will be saved to disk. 

The OUT comma rids in this program 
change the bank to which data is sent, OUT 
&7F00,1 ! 9Z, for example, is the CPC's normal 
memory. ClT 17 FQQ>19t5 moves the first bank 
into the memory locations &4000 to &80O0. 

Type in the Sound Bank listing and save 
it to the same disc that holds both Digitizer 
and your digitized sounds. Sound Bank will 
automatically load the Digitizer code and you? 
digitized samples - and pressing the correct 
keys will treat your ears. 

1 ' Sound Bank 

2 ' Andrew Va .leer 

3 ' Asistred Acfon feo 6? 



10 H0)£ 2:HEN0Rr 165SJ 

20 ^lUTPeast? wan ... Loading ,. 

30 OUT K7F00,W: LOAST barm 1", H384 

40 OUT g7FQQ, 197 iLOA&'bar,^", 16384 

50 OUT &7FC0,1?S:L0A&"b8r<3'\16384 

60 OUT ft7£GG,l9v:L0A&"bar:«4 l, ,!6J84 

70 OUT 87FCC,192:HEI10»Y WFF 

80 ~(tWcrQi-7e",W{}M:iHL 89000 

90 GOTO 380 

100 OUT V\ 03, 19S::P,16384, 16582 

11fl OUT 8?fyQ,192;RETURh 

120 OUT 8^00,197:^,16384,1638? 

133 OUT 8^00,1 92: RETURN 

K3 OUT 8?FO0, 198: |P, 16384,16332 

153 OUT 8?FO0,19?:RETURM 

160 OUT S7FUTJ, 199: I P, 16384,16362 

173 OUT 4?T00,192:»ETUltN 

ISO NODE 2 

190 Pft[NT"PUy biftk 1,2,3,4 or 

S equenttaL "*" 
200 aS=UPPEKS(lNKETJ):iF aS="" 

THEN 200 
2)0 IF aS=- 'THEN GCSbS 1 GO 
220 IF aS="2"THEH GCSLB 120 
230 :F a5="3"TH£N GCSUB 140 
240 IF a£?"4"lH£N GCSU6 160 
250 IF aS^S"THEN GCSUB 100: 

G05UB 120:GOSUB H0:G3SJB 160 
260 GO'S 180 

Andrew Walker 
Horndaan, Portsmouth 



Bankmanagers are no joy 

If you are a little uneasy using the BanktcuT. 
utihty supplied with the 6128 here are a few 
lips: 

1. The manual states that the command 
for putting data into the extra ram is 
ifjANicy^TE f 3r* y ai # d where "d* is optional. 
However, I have found thai the correct com- 
mand should be i BAHKtiR IT E, r ", a%, d - not- 
ing that you do not use the '■'. The same 
applies to iBANOEO. 

2. A very useful thing to do. just before 
S&ANK1: sling, is to place the same number 
into S s s:Ei as you used m the B*^<D 3 tH 
command, like this: 

20 BA1t(0Peti,7 
30 GG5J3 1CCG 

100C aS=S 9 >CIS(7):i34M(5E»D,p'^,3i,d 
1010 BETJH 

This allows you to use the variable a t in other 
parts of your program without corrupting the 
length of the string data which will be put into 
i I m line LOCO. 

3. Remember, any numerical data written 
to the baric must be integer format. 1 :rted (I 
know, 1 should have read the manual) to 
ii«.NJtVR."'f several numbers with decimal 
points stiU in them. Of course when trying to 
remeve them, all I got were integers Example: 

10 9=1345,678 

20 a=S-ftS<a):iB#MKHfi]TE,'\,aS,1 

'030 S5=SPACES{7) : 6AHKREAD,rS,aS,d 

■010 PRiKT at 

The result, 134^- What I do now a multiply ihe 
number 1 wish to store by a sufficient power 
cf 10 to eliminate the decimal poin: before 
BAWKMfilTEifig. not forgetting, of course, lo 
divide by the same figure after 1 8 SNK9 E ASing. 
GR Andrews 
Poole, Dorset 
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HARDBALL and TAPPER 




1 1-' 



For your CPC 6128/464 





Hardball Soft 06063 07063 (Keyboard or Joystick} 



Tapper Soft 06007/07001 (Keyboard or Joystick) 



Hardball puts you in the field as both player 
and manager with control of physical play 
and strategic decisions, testing your split 
second reactions and your planned 
approach to the game. 



You are the frenzied bartender trying to 
keep the never ending flow of thirsty 
customers well watered. There's the Old 
West Saloon, the Jock Bar, the Punk Rock 
Bar and the Space Bar. Keep the sodas 
coming, but not too fast. 



Order your copies now 

at only £9.95 on tape 

and £13.95 on disc 

Available from good Amstrad computer stockists. 

Or send coupon to Marketing Depl, Amstrad, 

Brentwood House, 169 King 's Road, 

Brent wood. Essex. CM 1 4 4EF. 



AMSTRAD 



Brentwood House, 169 King's Road, Brentwood 
Essex.CMl44EF. TeL 0277 230222 



P 






Name .,. 

Address 



Postcode ... ... TdvMo, 



HARDBALL f ~| 

TAPE iggok!) I J 



TAPPER 
TAPE (DW07J 



HARDBALL 
DISC (07063) 

TAPPER 

DISC 107007} 



(PLEASE DONOTSEND AHr MONEY WITH ITfflS COUPON) 
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CREATE. YQUR OWN DESIGNS .IN 
THRE'E DIMENSIONS WITH * 



' ' Arnor 







x^0 



"MOUSE-/' JOYSTICK OR 
KEYBOARD COMPATIBLE 



trad con 
your own designs in three dimensions, ModeiU iv*tteasftv;-> ;ou 
to Ctaw <n x. y. and t co-c- ' & with ihakfeimuhS^'oi si - dard 

tsidnal drawing systems &■ din - 

illustrations and dispt. i iri rruc stroma 

Twist torn, rotate the images through a full 360 Zoom m 
and view the object *rorn the inside^Qyita reveal n^' 
Model Urrive iecanbe ope rated by keyboard joyst(Ck*or*mous«*" 
control ivitfi Vi. I ZOO<t) m ftnd ouTTar :|^r(?*itf?dirnayfc?icaa 

put todise<or cassette), prii ter Pu<ltif i 50l!v. J aTeio 

d^mp screens to any rmters. mcludmy the' 

!■ i \ -:r/i : .;ooo;3<»o. 

W rii ih - full" use of aU 27 GdlOys Ihe ar>plical^ns=are endlf 
From $ami graphic des'gne, Ifcn te&c^ei tore.mfical • 

for fun' 
Erbm tfte technology of 'mainframe" compute, Modef Un<w«rse 
^ulatethfee dtrnnnsional ri!&yes in a manner tgMlt.ii ye ! 
on holne computers ^ 

Cassette £15.95 
Disc £19.95 



ARNOR LfBIAWB* 

.118 WHITEHORSE ROAD 

CROYDON 

CR0 2JF . TEL 2#u: 01-684-8QC% 
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A six-month recap 

Booting CP'M started life during the warm month of July: (he time 
has come for it to give up its post. This concluding pan will, briefly, 
go over all the major issues raised in the past 

Eton' I worry if you are an avid reader of this series and have* 
many unanswered questions. Send your queries to Pioblem Attic 
where w« shall gladly deal with them - look, there's one this month, 

Enter the operating system 

Part one (issue 10) showed you hov; to bring CP/M to life, with 
examples of the CP/M operating system commands, 

Those with two drives discovered that typing B 'logs on' is 
drive B. Similarly A: switches back lo drive A:. 

To catalogue a disk, or show its directory, the command is DIR. 

Type REN followed by the new filename, equals (■»} and the 
existing filename to REName a file, i.e. 

RES} tilename.new"' filename, old 

Erasing a file is simple. Enter ERA followed by (he name of the 
file you want to be rid of; 

ERA aisname-abc 

A final, very useful command is Type.. Enter TYPE with a 
filename following ft to display any Ascu or text file or, the screen. 

What's stat? 

STAT was Ihe major topic of discussion in pan two its found on 
the CPM system disk and is used to display a more detailed 
directory - 01 extended file information, 

Piles can have certain 'attributes' associated with them. That is, 
they can either be 'Directory' or 'System', and System files are 
normally hidden from directory displays, Files Can also he 'RemoV 
Wrile' (E/W), which means they can be changed or deleted, or 
'Read Only' (R/O), which means they cant. 

Stat can tike various parameters' - or none at aU. Simply typing 
STAT at the keyboard tells you how much read'wrue space (in 
kilobytes) that* is left on the disk. 

Entering STAT V will display: 
RECS - ore record is equivalent to 138 bytes 
BYTES - length of file in K 
EXT - number of 16K 'extent' blocks, and 
ACC - whether the file ts R/Q nr R/W. 
Finally, the filename is displayed. 

The STAT command can be used in a variety of ways Ti-.e^ 
alternatives were detailed en the third part of Booting CP/M. Used 
by itself it looks pretty puny, but used with qualifiers it lets you 
inspect and alter the whole nature of your GPC. 
STAT filename - gives full details of the named file, including its 
size and status, 

STAT VAL: - provides a list of the valid formats for STAT 
parameters, 

STAT DSK; - lists a)) characteristics of the current disk drive, 
STAT DEV: - lists the current assignment of physical (actual) devices 
to ihe CP'M logical devices (device assignment is explained l&tei 
or.). 

STAT logical: -physical' - assigns the specified logical device to 
the specified physical device. 

STAT filename SR/O - seis (lie specified file to read only statu* 
STAT filename SR/W - sets the specified file to read and write status. 

Device assignment 

Part three also covered the obscure subject of device assignment. 



Your CPC system is made up of various devices - the disk drive is 
only one. Other elements are the keyboard, screen and any interface 
pods, On the Amstrad these are the printer (Contronics) port and, 
if you have one fitted, the RS232 or dserial port. 

CP/M was not designed specifically for the Amstrad range, and 
runs on a variety of machines. The problem with 'portability' is that 
most computers have different screen layouts, keyboards and 
expansion ports. 

CP M lakes care of this by distinguishing between "Logical' and 
■Physical' (actual) devices. Physical devices are best regarded as 
the actual keyboard, screen and interfaces of your computer, 
Logical devices are part of the CP/M operating system and are the 
same regardjess of the computer system. CP.'M operates by 
assigning logical devices to actual physical devices, 

CP/M 2.2 has four logical devices: COMsole usually covers both 
keyboard and screen- ReaDeR covers (he serial input device: PUNch 
covers serial output and LiST is usually a parallel or Centronics 
printer. CP'M plus is slightly more up to dsta, having five logical 
devices: CONIN:, CONOUT:. AUXIN:, AUXOUT; and LST:, 

Physical devices are named differently and reflect CP/M's age. 
The keyboard and screen are called CRT: (cathode ray lube). The 
serial interface is called TTY: in 2.2 standing for teletype and SIO: 
(serial input output) in 3.1. The printer is labelled LPT:. 



Logical 
Devices 

CP'M Plus CP/M J.3 



Actual 
Devices 

CF'I* Plus CP M 2,i 



CP/M 




CON1N: 

CONOl/r: 


*— 


CRT: 


AUXIN; 
AUXOUT: 


RDR: 

PUN: 


SIO: 


TTY: 


LST; 


LPT: 



Kay hoard 
* Screw* 

5l-zI.iI 
FOfl* 

CiMrOnlctv 
Perl 



'ir you hav« an RS232 add. on lilted. 



Piping Tom 

The Oclober issue of Amstrad Action dealt solely with PIP - the 
Peripheral Interchange Program. PIP can be found on your system 
disk: as its name suggests, it is used to copy files from one disk to 
another, or to and from peripheral devices. 

Using PIP, it is possible to create your own file, Typing: 

PIP A:filename-CON: 

This will set the file 'filename 1 to take input directly from the 
keyboard, In other words, whatever you type at the keyboard will 
become part of the file. You finish the file off with CTRL Z. 

Create a file, for example, containing the word 'HELLO'. If you 
catalogue the disk, you will see a new file in the direolory. 

You have now created filename. If you wish to view it, type: 

PIP CON:- A:F.lename 

The word 'HELLO' will appear on screen, 

As you can bhr, PIP can be used to create hies and inspect 
ihem, but what else? For starters, files can be dumped to a printer; 

PIP LST:-A:filename 

One of the most important applications of PIP is the copying 
of files from one disk to another . The ability to copy files form disk 
to disk means you can create disks with just the files you need for 
any given task. 

If your CPC has twin drives, and yon wish lo transfer a file from 
dr.ve A to drive B. then enter Ihe following 

PIP B: = A:Iilename 

It is possible to use PIP lo copy files on a single drive, if you're 
using CP/M Plus. Un Fortunately this is not the case- with CP/M 2.2 
Filecopy makes a nice alternative though. 

That multi-talent PIP 

Pan six of Booting CP M really showed what a useful program PIP 
is. Mot only can it copy files but, by supplying various parameters, 
a great deal of user control can be exerted when transfer ing Dies 
from one source lo another, 

The format of these extra parameters goes as follows: 

PIP B;-A: filename (parameter] 

Take note of the syntax; the pararoetwr must be enclosed m 
square brackets which are at least one space distant from the last 
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character of the filename. Some of the more important parameters 

include: 

fE] - echos all transfers to the screen. 

[LJ converts capital letters to lower-case, 

[TJ] - converts lower case to upper. 

[Qstring f Z] copies a file until the word or letter following is 

found. 

JX] - copy non-standard Ascii files: such as basic and binary ones, 

More than one parameter may he included after the main body 
of the PIP command: 

PIP' LST:=DEMO.TXT [U Qhelio f Z] 

This command sends the file DEMO.TXT to the printer in 
upper-case and ending wher. the word 'hello" is encountered. 

Copying disks and things 

There is no shortage of copy -utilities available under CP-M. Part 
Six sifted through these with explanation where necEssaiy. 

Users of CPM 2.2 have DISCCOPY to transfer the etire contents 
of one disk to another using one drive those lucky enough to 
posses two drives have CQPYDISC. DISCH3T2 is also available for 
disk copying; u has the advantage of being simple to use and can 
be used on either single or dual drive systems, 

DISCKTT3, which operates under CP,'M Plus, is very similar to 
DISKTF2, bat makes use of the extra bank of memory to copy in 
larger chunks'. The DISKIT series has two other uses: forniatting 
and verifying disks. Individual files can be copied with PIP or 
FILECOPT. 

CLOAD and CSAVE transfer ties from cassette to disk and 
vice versa. Their syntax is: 

CLOAD "casgcrtefile^.diskfile 

CSAVE diskfile,"cassettefiie",wiitespeed 

It's a Setup! 

The SETUP utility, described in parts Six and Seven, allows CP/M 
2.2 users to configure disks to their own needs. A brief run down 
of the SETUP'S facilities is as follows: 

Initial command buffer - up to 138 commands can be executed 
automaticallY on booting CP/M. 

Sign-on string - up to 233 characters can be output to the screen 
when starting CP/M. 

Printer power-up string - directs characters to the printer on 
startup. 

Keyboard translation table - allows redefinition of keys to suit 
your taste. 

IOBYTE selling - device assignment, detailed earlier on. 

Alternate and IY register saving - this defines whether or not 
the BIOS saves the alternate and IY registers. 

BIOS message enable/disable _ switches certain operating 
system error messages on and off. 

Initial command buffer clear,' preserve - defines whether the 
initial command buffer is cleared when a key is pressed. 

Drive motor pn delay - sets the length of time the BIOS waits 
before starting disk drive motor. 

Drive motor off delay - sets the length of time the BIOS waits 
between last disk access and turning off the motor. 

Stepping rate - sele the speed at which head may be stepped 
across disk. 

Serial interface configuration - alters input/output baud rates, 
data bus, stop bus and parity of the serial interface. 

As you can see, SETUP is extremely useful, though there is no 
simple way of implementing this using CP.'M Plus However, if you 
rum to Problem Attic, there is some explanation of executing a 
program from CPM plus. 

Reconfiguration is the name of the 

game 

Unfortunately lack of space in the last issue meant thai this little 
seel son got left out. 

BOOTGEN and SY5GEN ji^ two utilities that allow recohfcgtiia- 
tion of the system tracks on a CP.'M disk. Alternatively a system 
disk may be created from a vendor disk. 

System track information is held in two different blocks on the 
system disk, one containing the boot sector (that in, part of the 
operating; system) and the other holding information such as the 
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sign-on message, key translations and disk drive parameters 
(information altered by SETUP). 

Vendor disks axe CPW-formatted disks with blank system 
tracks. The conversion is achieved by invoking BOOTGEN, which 
reads the bootstrap and configuration information from a disk wiih 
system tracks. Once the data has been read, BOOTGEN asks for 
the vendor disk you wish to insert. 

So far half the required CP >1 information has been written to 
your vendor disk, the other half is installed by invoking SYSGEN in 
precisely the same way and following the same procedure. 

SYSGEN is specific to CP M 2.2. To copy the system tracks in 
version 3. 1, you need COPYSYS - all prompts are displayed. 

Getting technical 

Those of you wishing to delve slightly deeper into CP/M should tale 
note of the following programs: 

DUMP this will display the contents of a file on screen. Version 
2-2 displays the contents in hexadecimal only, wheras 3-1 shows 
both Ascii and hex. To dump a hie, type; 

DUMP Olename 

LOAD (3.21'HEXCOM (3.1) - converts a file assembled wilh 
ASM into a COM file which can be run independently. The command 

JK 

LOAD filename 

or 

HEXCOM filename 

depending Dn which operating system you" re using. 

DDT - standing for Dynamic Debugging Tool has many handy 
functions for the programmer/hacker. DDT allows you to run. inspect 
and modify 'object' code. For an in-depth look at this subjectf refer 
to the last issue. 



A legal exit! 



There is one particular file on the CP/M system disk that allows you 
to exit legally (?) from CP/M and return to the native Amstrad disk 
operating system (or Basic, if you prefer). Go on try it: at the A> 
prompt enter: 

AMSDOS 

As far as I'm concerned. AMSDGSGOM is a waste of Ik Of 
valuable disk space. Just pressing Shift, Control and Escape all 
together works wonders. On that note,.. 



J Bier 
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SOOK DISC CAPACITY FOR THE 6128 and 8256 

THE BIG BYTE SOLUTION! 

If you are thinking of another 3 "drive for your Amstrad think again! Because the 
SVa" second drive from Pace offers so much more: 

• Lower price • Massive 800K capacity* • Simple plug in connection 

• Freeutrltttesdisc • Uses cheaper 5 1 /4" floppy discs • Unmatched Pacequality. 

The addition of a Pace large capacity drive enables access to a host of CPM 
software availa ble on the 5V*" format. Every disc drive comes complete with free 
utilities on disc, one of whicrj wilt enabfe text files creation anfBM under MSDOS 
to be read and wri.tt.0tf fee Amstrad 6128 or 8256. 

Pace disc drives aw renowned 
for their felgh quality, and are 
eelfied exclusively by many 
Jucatlonal establishments, 
jilt to last they feafT 
precision mechanisms arii 
' alt-metal cases to ensure the 
highest levels of data integral 
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: CPM Plus 
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A vpiiabfa from yoiirfqcatdeafor or dtrec t from Pace* Fot^ffor^ipforMqik>fto<^^Gjt; 

PACE Micro Technology 

AHertoafiOOd. Bradford. West Yorkshire, lot. 0274 46B211 Telex No. 51338 
Prestel Malfbox No. 274 729306. Telecom Gold Mailbox No, 79:,PCE 0tH 
Int. Tel. No. +44 274 488211 




MIRAGE IMAGER MK 111 



Amstrad owners can now 
transfer tiny program to disc or 
tape at th« touch Or a bunoit S4K in just 
1 4 sees, hom disk. The New MKl 1 1 is much 
Easter loading with unbelievable compression 
using less space on yomr di*k Undoubtedly ihe best 

copier availably today and the Only one recommended by 
the Amstrad Users Club. Don't settle lor less. 



Please stole your Amstrad No CPG464, CPCE64 or CPC6128 



UJ 



MIRAGE 



Mtfocompuieis 

Limiied 



In case ol difficulty aider directly horn: 

Mirage Microcomputers Ltd. 

24 Bank Street Brainliee., Essox CM7 7TJL 

TeL Brainrree (037G) 4B321 

Telex No. 937400 Ref £6238001 



Available from good retailers everywhere 

£49.95 

Existing Mirage Imager Owners 
Update you model for juet £5,95. 
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OPTWARC 




Top Quality Utility Software for your Amstrad 



HEW - NEW . HANDYMAN ■ NEW • HEW 

FORMAT YOUR DISCS TO 41 &K 

Handyna-i Irse jmeue disc enhancement 
(tackle allows you id manage, use and get 
mora from your discs, Look at UV6$© unique 
feaiires:- 

■ Format your di&CS!O^10K (2Q8K per side on a 
standard CF2 disci 

• Save unwanted discs onto tape to release 
expensive disc space 

• Full disc/file aearcft ane edit. Find and alter 
messages n prog 'am s 

■ Superb menu maker puts a menu s election 
system on your discs 

- Fllemate displays ASCII lies, finds ten in 
files, prin Is files etc SK 

'Ston has corns up with another mgrvelbus 
piece ofscftwase" Amstrad Action December 

m* 

'This is jus: about fi& best disc utnity that l 
have had to use" AmtinE Jan 67 

Arm M C olden Screwdriver Awa rd Ja n 87. 
HANDYMAN OH DISC FOR THE 4646G4JS12H 
ONLYE12.99 



"Without a doubf Siren Software feat* produced some of !he 
host disc u&ittos ever scon on the Am&bad range of 
computers.' Ami! x January 1987 



The ideal Chrislma s present ji Buy Handyman, Mastertfisc and 

Dreocwy Pius and receive a r-e e "Oz, A [J- sc" 3 rich d.sc a>x 
(worth £5.99) 

Also available.- AmrfrEves, Mega Drives and Amramsl! 



MASTER DISC 

THE DISC USERS UTILITY 
Master disc contains a disc copter, d rectory editor, fast 
formatter, sector edit*; coproleetor, disc and tape header 
readers, trans disc, trans tape, diso map, lypefsle. cumpfile & 
jipdiso. 

"The package seems to work very vtett on the M range of 
machines " Arot I x J v n# 86 

'Each section is fuify docur&nteo 1 with dear am? precise 
instructions" AmMx Jun» Sfi 

This Siren package renty doss offsr your units a lot for your 
moneys Amstrad Action June 36 

So far wb iiaw yot to find a disc that it cannot copy from, it 
even copies unformatted discs' Amtit Juno JJ& 

Master disc avaiiablt on disc only E 1 2.99 lor ihe 4$4!&&b%M& 



NEW -NEW ■ DISCOVERY PLUS- NEW -NEW 
The ultimate lape tocisc transfer program 
"Discovery Pius mausl be the- most advanced and 
probably most efficient tape to disc transfer 
uBSty to date' Amssad Acw December 1336 
Tti;s program mil transfer more games to disc 
Lhan any oilier transfer program. The first person 
who can prove otherwise will receive twice his 
money back!! 

Discovery Pita consists oi 4 easy to ure 
pnogranrs tfiat together will transfer an extremeJy 
high proporton o' your software ori"ja disc. 
Also included s details of now to transfer over 
100 games' 

Silver Screwdriver Award Amttx! January ' M7 
DISCOVEHY PLUS ONLY E14.M ON DISC FOR 
THE 464*64*128 

UEtt&IK 

If you have out old Discovery peso/an send It 
back 1a us and we will send you the rewr 
Discovery Plus for onry E5J9 (or E8.99 if you ham 
Discovery on tape). 

Transmat owners, send us yow Trans-rat to 
receive a £2.50 discount it you have the disc 
version of Transmot or CI .00 if you have the tape 
version of Transmat 



SIREN SOFTWARE, TRAFFORD TECHNOLOGY CENTRE, 43 ELSINORE ROAD, 
MANCHESTER M1 6 OWG TEL: 061 849 9233- ACCESS CREDIT CARD 

HOTLINE: 061 796 6874 
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Things to Come 



Phone NOW for derails Of 

GUrNEW* 

SENSATIONAL 
'Soft ware Stare' 

on'SaftHne' 

0509 
266322 
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order Line 
0509 Z33B9R 




oespatch: Same Day on ALL orders Before 3pm 
Wshs-Same Bay 1st class post 
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SERIOUS SOFTWARE 



Dr Patrick Harkin, a lecturer at the University of Leeds pathology 
department, uses a wide range of computers - micros to main- 
frames - for medical teaching. He has been recommending the 
Amstrad range even in the most staid British Medicaf journal. 



A day in 
the life: 



i 

IB 
In 



£ 



£ 






7am The post arrives, A letter from ihe editor 
Of AA asking me to write for 'A day in the lite' 
- nice - and a bank statement - not so nice 
All my friends assume I use a financial pro- 
gram to keep track of my bank account. Sine* 
NatWesi has invested millions in hardware 
and software to do just that, it seems chuxlitll 
of me to duplicate the effort. 

9am This morning I am lecturing to a 
group of medical students. It is a complex 
lecture, so I have a handout for them. 1 wrote 
it on my 6128 using Pretext and Praspeti. It is 
text only. It would be very useful to be able 
lo include graphics, so as soon as J saw the 
adverts tor AMX Pigemaker. I ordered a copy 
and bought an AMX mouse. Four months later, 
no PageMaker, and no reply to my letter about 
the bugs in AMX Ait. Serious software seems 
pwt as hypod and over-promoted as games, 

10:0Sam In my pigeonhole 1 Lnd a letter 
from the coronet asking me to give evidence 
at an inquest, I call up my original report on 
my office 6 123 to refresh my memory. 

11 am One of my current research inter- 
ests is a computer-based audit of hospital 
autopBy practice. This is done on our univer- 
sity mainframe us the statistical processes 
used lake a minimum of 4 megabytes of rami 
We have just fmishwl uur preliminary study 
and are ready for the final run of the data 
program. 

11:10am Bleep! tMy radiopager, not 
editorial censoring!) As a hospital doctor, f am 
involved in patienl care and occasionally have 
to respond to urgent requests from clinicians. 
This is a call far a fast opinion on a breast 
tumour The patient ia stili, at theatre,, and 
depending on the report will have either a 
simple removal of the lump or a maior opera- 
tion. This one is beiugn. 

12:40pm Squash I'm trying to lose some 
weight and get fit. Silting in front of a keyboard 
or a microscope hi", day is making me podgy! 

Zpta Teaching, t have responsibility for 
a computer-based learning project m this de- 
partment. We use a network of BBCs. as they 
were the best value for money when we 
siarted work on the project four years ago 
I'm not sue what Fd choose If f was starting 
again today the new PCI S 12 looks very 
interesting There are 12 reaching stations, 
each of which is fated with a computer-control- 
led slide projector. At Leicester they are using 
a similar system with videodisk. I wrote the 
control software for both machines as a side- 
ways rom chip. 

4pm Time to do some writing. Articles 
published in medical journals are written in a 
standard format with a 1st of leferences lo 
other articles at the end. Every research 
worker keeps a list of Tie-resting articles, so 
thai when the time comes Bo publish new work, 
they can be referred to The trick is to keep 
references on, say,computei-assisted learning 
separate from references or. other subjects. 1 
keep a lisr of al2 my references on Masierffie. 
with a keyword system which allows me m 
select relevant references; 1 can then "export" 
'hem from Masterftio and put them at the end 
of my paper, which I am writing using Pretext 

6pm Home! Dir.ner and rala*aii<jn 1 



quickly read the journals - two good articles 
in the British Medical Journal, and an infini re- 
lives poke for jack f^e Nipper in A A That will 
come in handy! I'm a closet gamesfreak. but 
1 can't devote the hours you need to become 
really good, so these pokes arc great! I goT 
into computers 10 years ago, just after 1 started 
university,, playing a game called Star Trek 
onone of the mainframes. This was a strategy 
game, rather than a shooi-em-up. and it was 
written in Basic. I learnt Basic by studying ihe 
listing and adding bits. From there I moved 
on lo Algol and Pascal then with the advent 
of ihe microcomputer f moved back to Baste 
and then to machine-codes first ZBO and then 
6503. My first micro was an Exidy Sorcerer, 
then a Dragon 32, Spectrum 4BK and finally 
a CPC 6128. The others are all hidden in 
cup- boards around the house. 

8: 20pm Feet up in front of the 
telly waiting for St Elsewhere (well, 
/ like it) when I suddenly remember - 
I didn't get back 10 the project statistics 
after ihar urgent case this morning, and 
they have to be ready for 9 o'clock 
tomorrow. All is not lost! With an 
(kooustic coupler and Mini Office H, 
I c«n log on from home, run the 
program and gei ihe results back. 
I cant do proper plot outputs al 
home (not al £ 100,000 per Versatcc 
plotter I cant!) but by shifting the 
data intc DR Graph, I can manage 
a reasonable print oui on my 
Ciliien 130D doi-matrji. And it's 
done in time tot St El&awheze! 

1 1:20pm And so to bed 
with a cup of tea and Amsliad 
Action That reminds me - 
that article. But what do 
f do that's of any intercs: 
to an AA reader? m think 
about it tomorrow. 



Surgical 
support 
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SERIOUS SOFTWARE 



In the finst of Absolute Beginners we learned how to use the PRINT 
connmand !g make Arnold display messages on his screen. Since 
then we've seen how PRINT can also tell us the value of variables 
and expressions while a program is running. 

Commands like PRINT which make Arnold tell us or show ua 
things are called output commands, They are vital to qui programs: 
withoul ttif>m we wouldn't know whether the programs had done 
what we wanted, or even if they'd done anything at all. II you look 
at mis program: 

10 «*12: b=? 

30 PRINT e*d 

you should see what I mean. Imagine the program without that last 
line, Arnold would still do the arthmetie in lines 10 and 30. but you 
wouldn't know what answers he had come up with, 

So much for output. In this East AS we're going to look at the 
other side of the coin, Instead of commands thai make Arnold (ell 
us things, we'll be meeting commands to make him ask us things - 
what are known as input commands 1 . 



Absolute 



Andy Wilton's course for Basic novices 

comes to an end: 

tying it up with strings 



"THE COMMAND 'INPUT' 



The most important input command is simply INPUT, it makes. 
Arnold ask us what value we want a variable to have. Type this 
program in and run, iit 

ID PRINT "Enter a niMber" 

?0 INPUT a 

50 PRINT "rue variable 'a f ioj has the vilui"j a 

After the message from line 10. Arnold puts up a question mark, 
and a flashing cursor. The program hasn't finished yet Arnold 
would nave put up the Ready" prompt if it had, Rather, Arnold has 
reached the INPUT command in line 30 and is asking you what 
value he should give to the variable "a'. 

Just type in a number, IS say, and hit Return (or Enter on a 
484). Thai telfc Arnold you're finished entering the number, and he 
can carry on with the rest of the program. 

Line 30 prints out a message telling you what the value Of the 
variable l a' now is. It will in fact be the number yon typad in at the 
'?' prompt - 35 or whatever. That's because the moment you hit 
Return after typing the number in, Arnold assigns that number to 
V. if you type in the number 1G, line 20 acts from then on as if it were: 

The difference is that with a simple a- IS" assignment you have 
to choose the value of 'a' at the time you write your program. INPUT 
on the other hand lets you make that decision when you run the 
program, and that can be very useful indeed 

As a demonstration, try thus little Umes-iable program out- Its 
very like one we tried earlier on ift the series, when we were looking 
at loops: 



1] 
2G 
JC 
40 

60 
70 
80 



* - i 

■ J H T L E aoD 

PRINT "What times-tabie do you want"; 

INPUT s: PRINT: MINT a; " • nes T.ible" 

FOR b = 1 TO 10. ■ 



PRINT b; 
NEXT b 

WENJ 



-»s 



a*b 



This will print out a times-table for whatever number you enter at 
the line-40 input. It'll thou prompt you for another rumibfi, print out 
the times-table of that and so on, until you enter the number 0. Then 
it'll prim out the 0-times table arid stop. 

Notice how the WH CUE- WEND loop checks to see whether or 
noi 'a' has the value of 0. Notice also the assignment *a- 1" in line 
10, This is to make sure a' isn't when Arnold reaches the WHILE 
in line 30 for the first time. If V was at thai point, Arnold wouldn't 
go through the loop at all and the program would finish, 

There are lots of other uses for this kind of INPUT: asking you. 
whai stsa the program should draw a shape, for example, or the 
number of timet it should draw it. Now though, I want to go on to 
a rasher different topic. 
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STRINGS AND THINGS 



Type in this listing 
it does: 



you probably won't need to run it to see what 



10 PRINT "This is an Amstrad CPC" 

23 PRINT "Amstrac {PCs are usefjL things' 1 

JO PRINT "1 jse my Anitrad CPC i lot" 

Nothing dazzling, you'll agree. Now edit and add lines until the 
program looks like i his: 

S a** "AnstraJ CPC" 
10 ?<UNT "This, is an ";al 
30 PttlNT a$;"s are uieful thingj". N 
50 PRINT "I una my W a Lot." 

Run that to see what it does, and then edit line 5 to read: 

Run it again, and notice the difference in the output the messages 
Arnold prints on the screen. In other words, what's going on? 

Well, 'ait? is acting like a variable. It's just a name taking the 
place of an operand. In each of lines 10-30 'a£' takes the place of 
part of thu prinlliet, What's new here is that "aJT is taking the place 
of a piece of text, rather than a number. 

Things thai stand in for numbers are called numeric varuiblas 
or simply variables. Things that stand in for pieces of text are called 
string variables, or strings for short. Their names can be letters or 
words, but they're always followed by a dollar -sigr, (S) to distinguish 
them from numeric variables. We pronounce the dollar- sign "string", 
so if you saw a, string -name written elophamS you'd call tt 'alephant- 
Btring' out loud. 

Line 5 of qui program assigns a value to 'a$"- String assignments 
work exactly the same way as numeric variable assignments: you 
have the string name to the left of the equals-sign and she value 
you're assigning to it on the right. The value is a piece of text 
enclosed in double quotes, like this: 

«f = 'Arnold" 



NOTES ON QUOTES 



The quotes men'L pan of the value, and won't show up when you 
do a PRINT aS', They're only there to show where the value starts 
and finishes. 

The value of a string can include spaces, mathematical symbols 

or punctual ion- marks as well as the more normal letters and digits. 
Don't try using rinr.bie-guotes in a value, like this: 

<ii = "Say "BOD" to a goose" 

Arnold will mistake Ihe second double quo! e for the end of the 
value, and give you a syntax error message when he trios making 
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sense of 800" to a tjccse". Single quotes ana okay in siring values, 

though, so you can use those instead. 

Toti can assign from one string to another try this new line 
S out: 



b a? - "Arstrad 



:S = "CPr: ai * at*cS 



This isn't really adding^ "b$-c$" means 'b$ jomed to cS'. When you're 
joining strings like this, order is important; bS + cS has the value 
'Amsirad CPC" but c$ + b$ is the less useful 'CPCAm£trad , ^ 
(Spaces typed, in the right places within the double-quotes can be 

useful!) 

Joining strings together is properly known as coiieatentaion. 
Most people still say 'joining' or 'adding 1 , but it's as well to know 
the proper term even if you never use it. 



INPUTTING STRINGS 



Just like numeric variables, brings can be assigned to by INPUTS, 
Try this program out: 

Id PRIST "Whet is j-ojt mm 11 ; 

20 INPUT name$ 

30 P1INT "He. .£>/'; name*;"! My n'SU'a Arnold. " 

There are more useful things you can do by inputting strings. 
Take a look at These few Hue* 

90 PUNT "&o you vant lo carry on"; 
UJO INPUT reply! 

110 IF rtpiyt - H no" THEN END 

Notice how in both these examples Arnold prints the prompt 
- the question your input is supposed to answer - complete with a 
question-mark, even thouqh neither PRINT message has one. 

The question -mark doesn't actually come from the PRINT 
command at all - il's actually put up There by tire TNPUT, immediately 
before you get the flashing cursor. If you want to prove this for 
yourself try deleting line 10 in the first example, or line 20 in the 
second. 

Of course without the prompt messages your program is much 
harder to use. A bare question-mark doesn't tell you what informa- 
tion you're supposed to input, or even whether it's a string or 
numeric variable the INPUT ;s assigning to. 

To make programs friendly and pleasant to use. you'll almost 
always want Arnold lo print some sort of prompt message before 
putting up the input cursor. Input prompts are so common, in fact, 
that Basic makes special provision for them. Instead of using a 
separate PRINT statement before the INPUT, like this: 

r PRINT 'What's the MpUal of Baluchistan*; 

2D INPUT capitals 

You can do the whole thing with an TNPUT statement alone, 
like this: 

10 INPUT that's the capital of Baluchistan"; capita IS 

This saves a bit of typing effort, but more importantly it makes your 
program more readable, ui the second version it's obvious at a 
glance that the Baluchistan message is a prompt. 

There is a reason, though, why you might still want to use a 
separata PRINT command as in the first version. Imagine you want 
to vary the prompt according to circumstances, or previous inputs 
perhaps. If you try doing that with, just one INPUT, youll come 
a-cropper Take a look at this? attempt: 



ID INPUT -yhat's you' r»are"; raiael 
20 INPUT "What's the capita, of Baluchistan, 
■el; capi ts ! 



;ea 



It's supposed to produce a dialogue like this: 

ARNOLJ> Uhat is your rta»e? 

YOU: Archibald 

ARNOLD: Uiat's the capi tat of E-a'.Lchistai, Archibald? 

Unfortunately, when Arro'd sees that 'names' in line 30 he 
assumes that's the string you want the INPUT command to assign 
lo. To avoid this youll have to do the second prompt and input 
longhand, like so: 

2D PRINT "what's the capital of Baluchi *taTi> 'jfiatlitS 
30 INPUT cap- ta LS 



The prompt-message of an TNPUT command is the only place I 
know where you can't use a string-name or string-expression (like 

a$ *-" C PC") to replace a piece of text in quote*. 



MULTIPLE INPUTS 



Where you want two or mors pieces of mforation to be input at the 
same time, you can use a multiple input like this one: 

If) [KPliT "Nhat coordinates do ysu iiant";eas:, north 

20 PLOT east, north, 1 

When the prompt comas up, type in a number between and 393 
for the point's height, and finally hit Return, 

Arnold uses the comma to work out where the digits of east's 
value end and those of north's valuts start. Try typing in only one 
number and seemg how Arnold responds Then try typing in three 
or (our, all separated by commas. 

This is all very well as far as numeric INPUTS are concerned, 
but what about strings? Strings can contain commas, so what 
happens it Arnold finds a comma in the text you enter at an INPUT 
command? 

The comma could mom one of two things. It could mean 'I 
want the string's new value to contain a comma' or it could mean 
'This is where one string ealue ends and the next begins.' 

Arnold solves the problem quite simply. As far as hes 
concerned, any comma he finds in your reply lo an INPUT is meant 
to separate strings. If you want him to treat commas as pan of string 
values, you must use the command LINE INPUT. (LINE and INPUT 
must liave a space between them.) 

Try this little program out it should show you the difference 
between tNPUT and LINE INPUT: 

10 INPUT "WeL l";at 
20 PRINT *J 

50 LIKE ItPUt "WeLL";bS 
40 PRINT bS 

Run the program, and to each "Well?" type in the reply 1 What does 
happen after the comma, I wonder?" Arnold will llien print out 

however much of this input each command could handle. 

As you can see, the whole of your input goes into the LINE 
INPUT string, comma and all. You can input only one piece of 
information at a time with LINE INPUT, and that must be a string 
value Otherwise the command behaves just like the simpler INPUT. 



ABSOLUTE END 



So this is the end of the series. We've covered ail the basics of Basic 
in the past LO months, You're no longer an absolute beginner. If this 
were Elite, you should hy now be rated at least 'Dangerous'! 

Watch out for further hints on Baaic in columns like Hor Tips 
and Problem Attic. Happy programming. 
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PLUG-IMS 



REDS IN 
CONTROL 

Let Arnold automate your abode 
via the mains. Jim Nagel investigates 

Red Boxes 

General Information Systems, £123 starter pack 

A new hardware add-on can put your computer to work on a whole 
new range of useful application*: home automation. 

Called simply Red Boxes, the gadgets can turn lights On arid 
od, limit the kids' TV viewing, detect intruders or carry out many 
other tasks you could invent. 

"Control' applications of this sort have been dreamt about for 
years by home-micro enthusiasts. Do lt-yourself projects involved 
festooning the house with wires - not to mention tying up the 
computer. While controlling the washing machine, it couldn't be 
doing anything else. 

The double genius of the Red Boxes, however, is that they need 
no special wiring: they send signals along the mains wje. And once 
you've typed instructions on your Amstrad you can leave Red 
Leader, Which contains its own microprocessor, lo keep Ihe other 
Red Boxes under control while Arnold goes back lo playing 
Siaiglider. 

The starter pack contains three of the boxes, sure enough in 
bcight red livery each with a red flex, a red mains plug and a red 
indicator light And a SQ-page user guide ir, red covers. 

The one designer labelled Red Leader is the brains box. The 
others are simply called Red One (same size, but with a 13-amp 
socket) and Red Two (half as long, with an infra-red motion 
detector). All have a tiny, almost-invisible override switch, 

The only things not red are a cassette, and a peculiar lead: at 
one end a DIN plug and at the other a rather naked edge connector, 
only three of its 17 pins needed. To wall- mount any of the units, 
brackets are provided not red 

The printet port, surprisingly, is used on the Amstrad CPCs. 
That's where the edge connector goes, and the DIN plug into Red 
Leader. In effect it's a clever serial link without a £30 serial interface. 
(On the other hand, if you have a printer, you'll have the annoyance 
of unplugging it lo talk to Red Leader.) 

The cassette contains a program to turn Arnold into a terminal 
for Red Leader It has its own CPU chip (a (5503) and 8k of ram; it 
takes over Arnold to gain keyboard, screen and filing system. Load 
this cassette first, for powering up Red Leader at the mains triggers 
communication. Then ir. about five seconds a menu screen, for Red. 
Control Program appears, This is the simpler of the two ways to 
program the system. 

At home the system worked fine, but in the office messages 
look forever to travel between Arnold and Leader. This apparently 
is due to "noise on ihe mains, perhaps from fluorescent lights and 
our nity new phototyposettei. Too bad there isn't a 'headmaster' 
command or switch to tell Red Leader to ignore the mains and listen 
to Arnold's lessor.. 





The first thing is to 'install' or register serial numbers of Other 
red devices. Since signals are sent along maws wires, every Red 
Box must have a unique secret identity and understand only the 
messages meant for it. Mrs Smith next door, if she has Red Boxes 
i do, won't set olt your burglar alarm when she intends to warm her 
bed electrically. 

Prom the menu you should also set the clock to the correct 
time (a battery back-up for the clock is available as an extra). 
Selecting any remote device, you can set it on or off, or specify a 
time for it. Or you can make one red device control another. All 
this be stored on disk or tape. 

For more elaborate applications - such as making the central 
heating come on oftener dunng weekends than weekdays if Red 
Two detects people moving, otherwise turning on lights and radio 
now and then lo fool burglars - you can quit the menu and use the 
built-in Red Basic. It's a full version of the language - including even 
graphics plotting - plus extras like fELL C l»wp" ,0)O. The command 
EVERT' < gives a handy way to interrupt the main program every 
so-matty seconds 

The user guide is generally clear, but for heavy programming 
you'd want the 220-page Project Manual costing another £10. 
Neither, however, demonstrates the system's potential well enough 
I'd have expected more sample programs in Red Basic 

General Information Systems has more Red Boxes on the way 
an analogue-to-digital converter and an RS box (two computers 
could communicate down the mains at 2400 baud) Fed Five is 
already available: a 160dB warbling alarm. Ones. Twos and Fives 
cost £35 each. As a starter I'd ask for two Ones with Leader rather 
than the standard pack. 

Red Boxes are a system that could provide a lot of fun as well 
as practical purpose. But I would soon think of uses for more than 
the budget would bear. 



General Information Systems Ltd 
Gioxton, Cambridgeshire, PFI1S 4SY 

distributor. Electronic Fulfilment Services Ltd 
Chesterton Mill. French's Road, Cambridge. CB4 3NP 



GOOD NEWS 
► A completely different 


SAD NEWS 


► Expensive. 


field for your micro. 


►- Starter set is enough for 


•> Control any number of 


only one application. 


appliances. 


► Project Book costs extra. 


►■ No extra wiring. 


► Not enough program 


► Your Amstrad is free to 


listings. 


do other things. 


► Suffers tf mains are noisy- 


!► Versatile programming 




language, mostly familiar 




Basic. 




► Other Red devices coming 




soon. 
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The KONIX SPEEDKING packs more punch. 
That's why it's fast overtaking ordinary 
joysticks to become one of the world's most 
popular h3nd control. 
As it's name suggests it's built for fast 
handling to give you lightening fast control. 
Micro switches await your slightest movement, 
and fly into action - ZAP, POW, SPLAT, 
BIAM - giving you instant 
reactions to every command. 
Tough, rugged and 
made in Britain 
to the very 



highest standards, the 
KONIX SPEEDKING comes 
with a twelve month guarantee. 
Available for:- Spectrum and 
Spectrum Pius, Commodore 64, 128 
Vic20. All Atari Computers, Electron, M.S.X. 
Computers, Amstrad and Oric at £12.99. 
Also:- BBC, Commodore CI 6, Plus 4, and 
Dragon at £14*99. 

Trade and export enquiries contact 
Wayne or Sandra on 049525 5913, 



Please send me 



. Speedklngs at f 12.99 each. 
Speedkings at £ 34.99 each 



{Price includes postage and packing In the 
U.K. Overseas orders please send £2.50 per 

Speeding.) 

Computer make a rid mode! , 



I endow a Cheque/ Postal Order for . 
made payable to KONIX. 

Ptease charge my Access/Visa No. . 



:* 



Card holders tan telephone on 049525 5913. 



; ' 



Signature, 

Name 

Address 



Postcode. 



, Telephone - 



Send to Ronb Computer Products, Unit 13. Sir how? Hltl Industrial 
Eitate, Tredegar, Gwent NP2 4QZ. U.K. 
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SPECTRUM AMSTRAD 



neSoftw#cfl994fUimte<l 



6 Central Street . M* ithottv M2 5I\E* Tel 061 fli-1 393 



Slar glider 



HASTERGAME 

K.uJtbLrU 
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New Year Knockouts 



RAVES 



Aliens 



Electric Dieams 



48 




Space Harrier 



Elite 
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The games just kept on coming this month. We've 
reviewed over 30 titles that should bring good 
cheer to the New Year. The Maseergarne is 
Stargiider t another classic vector-graphic game 
with shoot-em-up action, strategy and much 
more. There's also the usual strong supporting 
cast, including the scariest game ever - Aliens. 

Among the other raves is 
Elite's latest arcade 

conversion, Space Hat Her, one 
of the fastest games you'll ever 
play, and Hive from the same 
programmers who produced 
Elite. There's an excellent 
game from Palace, The Sacred 
Armour of Antiriad, and a 
very colourful 3D arcade ad- 
venture called Patitron. 

There are piles of other 
games that may catch your eye, with the software 
houses setting a very high standard again. Check 
out the reviews to see which one might be right 
for you. 

There's also a new feature called Summary 
Section in which we provide short resumes of 
some new games. They've all been extensively 
played in the office and given Good and Bad 
News, Ratings and a Green Screen View, 

There's never been a better time for Am- 
strad games, so go for 'em. 
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Handball Maradona 




Grand Slam 
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Bobhv Bearing 
Hacker II 
Hijack 
ISO 




The Edge 
AcLivision 
Electric Dreams 
Mastertronic 


59 

59 
63 

63 










Sacred fimom of Antiriad 


Palace 


54 


Jail Break 




Kortami 


67 


Palilron 


The Edge 


54 


Dynamite Dan II 




Mirrorsoft 


ez 


The Hive 


Firebird 


60 


Rogue Trooper 




Piranha 


63 


Kat Trap 


Streetwise 


GO 


America's Cup Challenge 


US Gold 


69 


Xcel 


Masterfionic 


64 


Tarzan 

Annals of Rome 

rjefcom. 




Maitech 

PSS 

Quicksilva 


72 
73 
73 


GAME! 


5 TESTED 




One 




Itiiagrames 


73 


Street Machine 


Software Invasion 


53 


Breaktkro 




USGoki 


73 


Eleklraglidp 


English 


53 


Xarq 




Electric Dreams 


73 


Top Gun 


Ocean 


57 


Asterix 




Melbourne House 


73 


Hardball 


Jtmaofi 


SI 


The Great Escape 




Ocean 


73 


Footballer of the Tear 


Gremlin 


58 


Elevator Action 




Qtiicksilva 


73 
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ACTION TEST 



ALIENS 

Eltctrk Dreamt, 19.99 cut. ft 4.9? dlih. joyslck w «cys 



You shuddered al Alien the film, you coukiiii 
&U yourself away from its sequel and now 
you'Te going to be utterly lerror-srricken by 
du computer game. It isn't gory, youll be 
pleased lo hear, but it has atmosphere lhat 
.v II envelop fou and i in you (uto -s twitching 
panicking wreck. I kid you not, 

If you want to know the plot, go see the 
him Suffice it to say you control six characters 
inside a base crawling vnih aliens. Your lask 
is unspecified- except for staying alive, but if 
you see the film or study the game map it 
should be obvious. When you feel up to ii, you 
can enter the game and be greeted by an 
eerie, foreboding welcome - if you've got the 
sound turned up. 

Throughout the game there is a sound- 
track, not musical, but full of effects, noises 
diid rhythms. It set; ihe atmosphere beauU- 
(llILv 

You start with the six characters all in the 
same room, the soundtrack seems to warn you 
of the nasty surprises that lie in wait. 

You control one character ai a time. The 
top hail of the screen is a view of what the 
character sees, relayed to you through a 
camera. The bottom half is a status display 
showing who you currently Control, his Of her 
health, amino, and the statue of the other five 
characters. Kach character carries a weapon 
that can be aimed using a cursor on the 
camera view, but this has only Limited ammo. 

Yon can control a character only for a 
limited time because energy runs out. When 
it has gone you'll have to switch to another 
character while M builds up again. This means 
you cant jusi guide one person through lite 
complex without stopping. Indeed you'll quick- 
ly realise that the beet strategy is to try to move 
everyone through in support of each other 

Each location consists of futuristic panel- 
ling and doors which you can scroll jerkily 



SECOND OPINION 
Fantastic! Aliens is a game I can really 
appreciate, havmgseen the film. Snippets 

of music, unmnhly clanging noises and 
alien sounds pulsate through the speaker. 
The atmosphere is intense and will hold 
you iff a deathly grip. When spotting an 
alien, 1 stabbed viciously at die Ere 
button, terror and panic so strong it 
caused irrational feeling. This is one 
game I'm going to see through to the 
end,,. RpM 



across the screen using the cursor. It's as if 
you're swivelling around in the middle of the 
room. Von can move through the doors into 
the next room, but youll need to refer constant- 
ly to the map and concentrate hard in order 
.-lot to become disoriented. 

If you enter a room containing an alien 
the proximity meter sounds an urgent warning 
and throws you into a panic. You have to scroll 
quickly around the room to find the alien 
walking around and then shoot it. If you leave 
it too long or miss with your shot, the alien will 
head straight for you. ff you miss him again 
the crew member concerned will be the main 
course for alien supper. 

II you don't shoot at an alien u will 
eventually capture llie Crew member and after 
a time impregnate her - or him. At this point 
ch^y are without hope bui before impregnation 




T 



you have the chance to rescue I hem by getting 
another crew member to the scene to kill the 
alien. Dealing with aliens is the hardest part 
of the game: with sirens sounding and an alien 
heading straight for you, pasiic Takes hold 
every lime and can easily make you miss your 
shot 

Apart from the exploring and fighting 
there are several other important features. 
Biu-TMHtVMr ii:nl rimwli rh.u appears in rooms 
containing alums will grow and atttacl more 
aliens and cause some other nasty side-effocts. 
Aliens can release acid blood when shot; this 
can block your path because it kills on contact. 



GREEN SCREEN VIEW 
Very char and eerie. The aliens look just 
sight in green. BW 



Doors can be iocked ot blasted through. You 
dan ever, program crew members to move 
ikrcqgh rooms automatically while you're busy 
controlling someone else. 

I actually enjoyed the game more than 1 
did the movie: it's got so much atmosphere 
that you really get totally involved in the action. 

The only niggle I have with it is the jerky 
scrolling, but this won't spoil the gameptay 



It's a real tough nut to crack. Although the 
gameplay seems simple at first it requires a 
good dual of strategy lo get very far. BW 

FIRST DAY TARGET SCORE 
Reach the armoury 



► Atmosphere thicker than Los Angeles 
smog. 

► Effective and highly original soundtrack. 

► Large and difficult playing area. 

► Requires fast action and plenty of strat- 
egy. 

► Good graphics and aliens, 

►■ You won't want to play it alone. 



> Jerky sideways scrolling. 



GRAPHICS 



50NICS 



GRAB FACTOR 



STAYING POWER 



A A ft* TING 



i ■-.■ 
93*6 : 

94". 

90^ 
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FUinbird, OS cass, GO disk joystick or ke 



Until now Rainbird has produced only utilities 
and adventure games, but this heralds its 
arrival on the games scene. The game stalled 
life on the Atari ST, a 16-bit machine <the CPCs 
are based, on the fl-bit ZGO chip), so you'd think 
it would be very tncky tD convert. When 
you've got Realtime Games doing the convert- 
ing, though, you can bet the graphics and 
gameplay will be of the highest order, 

At £15 on cassette and £30 On disk it 
needs to be good 10 convince you to shell out 
for it. If you could judge a game by its 
packaging you'd have no doubts: it comes 
impressively boxed with some tasteful art- 
work. The instructions are in the Elit6 mould, 
featuring a novella by James Follert (he wrote 
the film Who Dares Wins, but don't hold thai 
against him}. The story and 'pLaygwde' bookie! 
don't lell you all the instructions clearly - it's 



up to you to deduce some actions from what 
you are told- Don't take the instructions too 
Literally either there are also some misleading 
parts. 

You won't have much trouble getting into 




the game It's just a matter of loading up, 
choosing from the comprehensive control 
options and blasting a few aliens. However, 
you'll soon find yourself needing to pay atten- 
tion to the strategy side of the action in order 
to survive for very long The novella and 
playguide tell you all you need to know. You 
lusi have to son the hard facte [torn among 
ihe fiction 

Your (ask is lo do a major demolition job 
on the enemy forces occupying your planet. 
You've got a single, antiquated fighter with 
which lo do it The view is from inside die 
fighter's cockpil. an instrument panel at Ihe 
bottom of (he screen and the landscape above 
it All the objects thai appear on the planet are 
vector graphics, but they come in different 
colours, there, are lots of them and they move 
beautifully. 
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A Siarglider drone 

- they're fast nnd manoeuvrable 




that have a delightful flapping action. 

Your ship is armed with missiles and 
lasers. Multiple laser tuls are required to 
destroy most enemies, and missiles will be 
needed lor the larger machines. These are 
TV-guided to give you a missile's-eye- view in 
flight. Missiles are in short supply and you 
have to work out how to get more- 
Some ground targets won't attack you. 



tricky and the enemy get tough. 

I know it's horribly expensive, but if you 
like fast-action games with lots, of heavy 
blasting, you should have this m your collec- 
tion 

BW 

FIRST-DAY TARGET SCORE 

S,000 



The Starglider- b & 

COUgh HUt to crack 




A heavily 

armoured walker 
stalks to^ardi you 



There ere 19 different enemies Armed 
with several different weapons. They all have 
their own different behawour characteristics 
and weaknesses which you'll soon know very 



Energy level 




Laser status 



Radar scanner 



SECOND OPINION 

The bng-awaited Starglider Jias arrived! 
The vector-graphic a/umaoon of those 
dreaded stampers is classy: watching the 
Stsrghdsrs with their fiappittg-mag 
motion is better suil- As for getting < 
to the garw, yw won r went to switch off* 
I enjoyed the good &M Halting. And 
underneath its simple gante-struaute 
Starglider has Sots to offer for the 
strategist 

RpM 



well These are superbly animated walkers 
and stampers very like the ones in the Star 
Wars films that stride about shooting missiles- 
Tanks trundle along, also armed with missiles. 
ta the air you face the threat of several 
Efts-type fighters and, of course, the infamous 
Stargliders. These ate large mechanical buds 



Two in particular are essential foe refuelling. 
TEparring, energising the lasers and collecting 
missiles. The story and playguide will give you 
hints on what to do, and then its up to you to 
work it out while playing. And then you can 
go on a rampage of non-stop destruction. 



M 



E 



N SCREEN VIEW 
cost you m both senses of the word 

RpM 



► Slick packaging with Its own novella, 
*■ Fact-moving vector graphics. 

y Superb animation. 

I*- Never a shortage of things to shoot. 

into play. 

► Strategy element gradually comes more 
*■ Increasingly difficult levels. 



W 



Once your store reaches a certain level 
(it won't be easy] you proceed to a new level 
where the enemy appear is greater nurnbers, 
ana more intelligent and also better equipped. 
TouH find that even, with plenty of practice 
the going will get very tough, 

The graphics really are superb: fast-mov- 
ing, colourful ejteeltent aiumanon. The game- 
play is out of this world as well: easy to Starr 
off with, hut as you progress, strategy gets 



fr- Ouch! That price. 



GRAPHICS 



SDNKS 



GRAB FACTOR 



STAVING POWER 



A A RATING 



193% SI-::: 

7% 
195% 
94% 
■Ml 
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Aaargh. Something just woke you from a cryogenic sleep 
right in the middle of your favourite dream. 

You r ship has dropped out of warp and you are forced to 
make a glide-in landing on a very strange looking jungle 
planet. Equipped with jet pack for flying, navigation and 
weapons systems, fight your way through the jungle taking 
on it's strange and none- too-pleasant inhabitants. Only by 
finding vital- parts stripped in your ship's unscheduled 
descent can you ever hope to escape. 

Explores is huge- There are Jiterally billions of views and an 
enormous scrolling map. 

If you ever wanted to get lost in a simulation this is the one to 
do it in, 



FEATURES 



4 way scrolling landscape 

40 billion graphic locations 
Inertial navigation system 
Rotovision™ animated landscape 
360 degree views 



AVAILABLE ON: 



Amstrad CPC cassette E999 

AmstradCPCdisk £14 99 

Commodore 64.1 28 cassette £9.99 

Commodore 64/128 disk £14 99 

ZX Spectrum 48K/128K - £7.99 
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ACTION TEST 



STREET MACHINE 

Software Invasion, l&.li cm, £M.?5 di-sfc, inyitkk or keyv 



Here's your chance to get into the driver's seal 
of 4 powerful rcwd cat. (The cassette cover 
reminds m* of a lotus, but it could be 
anything) 

The idea is simple: race round the streets 
of a lairjy densely populatod area and reach 
thfl finish lirifl before your computer opponent 
Simple :t may sound, but achieving it is another 
manes. 

Starting the race is rather Unfair, your 
opponents being streets (sorry) ahead at you. 
The only way to catch [hern up is to travel at 
full sr**d. One problem though: when turning 
a sharp coiner, lite car will skid quite drastic- 
ally. This is fine if iouie an experienced 
driven you can make good use of it On the 
other hand, if your driving is a little shaky, it's 
full speed along !he straights and brakes 
before turning. 

You are giver, a bird's-eye view of the 
course, more scrolling into sight as you reach 
its edge. The scrolling m top-c'ass, very 
smooth and extremely fast (well, when qoing 
full -speed anyway}. One drawback is that 
when another car is near, the screen flickers 



SECOND OPINION 
JHs an okl idea for a game but I tmis: say I 
found myself quite addicted to it. Its quits 
a test of driving skill as you squeal around 
owners and rry to squeeze past the 
opposition. Not everyone's cup of ma but 
th0ia's plenty of fun to be had skidding 
Slid crashir, cr around B W 






:iorrendotksly - admittedly it does rot detract 
at all from the gameplay 

There is a fascinating bug (or is it 4 
feature?) in the game; when another car 13 on 
screen, you can go anywhere. Anywhere 
being holds, hedges and houses - this is tho 
tune to put your foot on the accelerator 
Unfortunately the program recognises this: 
when you cross the brush lavo noihmq hap- 
pens 

[F you crash the car at "Sunday-driver' 
speed (hen up pops a maintenance chart. You 
have to repair Things like Sump, Fan and 
suspension or else it's game over. Crashing 
at high speed is disaster no second chance 

The graphics and sound may be rather 
basic, bul Street Machine has lasting appeal 
and is intensely enjoyable to play- RpM 



FIRST-DAY TARGET SCORE 

Complete first course 



N 



W 



P- Fast 

► Amazing bug that allows you to cheat. 

P Pulse-poianding gamepiay. 

P Try it once and you're hooked. 



8 



N 



W 



► Graphics are a letdown. 

► Sound is little better than average-. 




Swifl's-eye view of 
rhc car and course 



GREEN SCREEN VIEW 
Even the skid marks are Ytsibie, RpM 




ELEKTRA GLIDE 

&igfcn Software, £&*! ctst, 1 4.95 di«, jofih'tk ontjr 



Elekira Glide Ls a 'fantasy racing epic', but I 
don't see whore the fantasy or the epic parts 
come in. You drive a vehicle to avoid hazards, 
trying to complete a course in the rime given. 
The menu screen is very attractive with 
the word 'Elektra', drawn in lines, which move 
10 become 'Glide.' Inially you must choose 
the steering control envelope. This governs, 
or is supposed to govern, the firmness of the 
steering, You. then choose which country you 
wish to race in England. Australia or Amen* 



To complete each lap. you must reach 
another runnel. Once ir the tunnel, you must 
steer your way through, avoiding the walls, 10 
start the next lap. Graphics are good, except 
that you never see another car or anything 
interesting. The 'perspective scrolling land- 
scapes' are simply the same o!d peaks scroll- 
sr.g round the horizon. Scrolling is smooth and 
play i£ fast. 



SECOND OPINION 

The Amstrsd is chronically short nf 3D 
racing games, so in comparison tins looks 
pretty good. Tho graphic/; #re great, and 
so is the title ante k'sjast let down Jay 
seme awkward gameptay. Th$ 
unresponsive steering is annoying, but if 
you can cope with that there's a 
reasonable challenge here BW 



r 



GREEN SCREEN VIEW 

Noptcibtetn seeing the way ahead. 



BW 



ca, The difference between ihc three back- 
drops ir, minimal bin there are colour changes. 
You start off in a tunnel. The car revs up 
and you push forward to accelerate. Bouncing 
balls, rotating spheres and blocks speed 
towards you. If they hit you, ihey will stop you 
in your tracks Every now and again a plane 
will ily overhead. It will drop cylinders on the 
toad ahead which yau must avoid. Nothing 
drastic hapnesia if you hit '.hem, you just stop! 



The main fault is the Sack of steering. You 
might as well not steer, because you will nor 
come alt at bends. You won't crash, just lose 
tune. Yov go through dip signs at -he side of 
the road which pass quickly by. You have 
great difficulty in steering around any of die 
obstacles using any of the three 'steering 
control envelopes," The gams is graphically 
attractive a.id tentjhw master but isn't the epic 
that the cassette inlay claims. 

CB 

FIRST-DAY TARGET SCORE 

CompleTe one course 




N 



W 



P Good scrolling graphics, 

► Fast action* 

P Tough driving with difficult obstacles. 



N 



W 



► Steering isn't responsive enough, 
P Lacks variety, 



wj&m&mi 
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GRAPHICS 



. SQNICS 



6MB FACTOR 



STAYING POWER 
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THE SACRED ARMOUR OF ANTIRIAD 

PalM&, £B.tt ti-ii, £(2.99 disk, jojrtnk onlf 



tf prizes were awarded for game names, this 
would bo a real winner. Fortunately the game 
shows the same imagination as the title and 
has the same attentkm to detail and graphic 
excellence ae Palace's previous games. Once 
again they've managed to defy conventional 
game formats by not only having a well-anima- 
ted character running and jumping around but 
also enabling him to Dy in the sacred armour 
The game is accompanied by a comic- 
book that sets the scene nicety but cant 
compete with the delightful graphics within 
the program The task is to find the sacred 
armour - which is in fact a highly advanced 



GREEN SCREEN VIEW 

Most things are clear and easily seen. 



BW 



SECOND OPINION 

Remember seeing Sorcery for the Bist 
tune? That's? tfre fond of effect Antiriad 
had on me, Graphics, title musk;, 
soundeffecls, animation, gameplay m 
fact everything is just perfect. It is ,1 joy 
watching the game m progress Tal is 
wonderfully ananatcd - his heavy, 
plodding stride is very realistic Once 
inside the armour he cap fly. and many 
new breath-taking semens wilt be 
ac&ssihlB This is one game yon wort i put 
down till it's conquered. H pM 



radiation suit. You then have to find and attach 
another four pieces of equipment thai give you 
the power to attack an alien stronghold. 

Tal, the character you Control, is a muscu- 
lar, well -animated man, He Can not only mn 



and jump about but also throw rocks to defend 
hfmsetf. The ZT> fhekscreen locations axe 

composed of several areas, like forest! ruins 
and volcano, and contain many varied fea- 
tures. Getting abovit on foot can prove difficult 
it requires platform-jumping skills and battling 
against many troublesome aliens. 

Mens come in many var.ef.es, All can 
prove dangerous. Some patrol droids follow 
movement patterns-, others win home in ow 
your Tal if you give them the time, In the forest 
hell find sloths that grab at him, elsewhere 
axe acid drops that splash from the ceiling, 
gunners who sit in large chairs and blast 
plasma bolts, and flame dragons who breathe 
deadly fire. He can destroy some of these by 
Throwing rocks M them, but others are invul* 
nerable. Even the vulnerable ones may require 
several hals. 

Once he's found the armour Tat's prob- 
lems are just begmning: now he's got to get 
tha four attachments for it. These enable him 
to fly, shoot, withstand radiation and destroy 
the alien stronghold. They aren't easy lo find. 
The simplest are ihe anti-gravity boots that let 
Tal get the armour into the air. 

When he's inside the armour any attacks 
sap its energy; more is eventually required to 
keep it flying. When he's outside the suit it 
saps his own energy until he loses one of the 




live lives. 

The suit's energy can be replenished with 
power cells that are scattered among the 
locations, and ras stamina can be restored by 
testing inside the sua Tool quickly find these 
resources under a great strain, because the 
aliens reappear when he returns to a screen 
where he'd already idled them. 

As well as the marvellous graphics there 



PALITRON 

The Edge. £0.95 «h, CII.9S disk, joystick or keys 



It's wonderful to see what software houses are 
managing to do with the Amstrad's graphic 
capabilities, Games like Get Dexter and 
Roman havo shown the way for the isometric 
3D genre, arid now this latest effort looks set 
to do u weD with a mucture of colourful 
locations and objects, Not only w it good to 
look at but it's full of interesting puzzles and 
Tasks to test any gamesplayer. 

You control a robot in a futuristic city and 
have to find and destroy 16 crystals. Tha&e 
are, of course, hidden in The most inaccessible 
spots. Even if you find one you still have lo 
destroy it by dtopplnij the right object onto it 

But fci a while the crystals will be the last 
thing you're worried about: you'll be more 
concerned with the many dangers awainnq 
you and exploring the large city playing area, 



GREEN SCREEN VIEW 

Everything is visible And beautiful in 
gteen too. BW 




SECOND OPINION 
Pahtion has seme of the most colourful 
and detailed rooms Itiuve encountered in 
this type of game- even if you're fed up 
wish the 3D perspective, take a peek at 
this one: you wont be disappointed* The 
tobot you control is one of the cutest 
you'll come across, and often it's heart 
rending to seem him go up m a bundle of 
flame. RpM 






You trundle about on four bals and can 
jump/You can also pick up as many as four 
objects ai a rime. Souse objects have specific 
uses, like bombs and batteries, but many are 
lust for jumping on or getting out of the way. 



The looms are of course packed with 
dangers. Dangers come tn two main varieties: 
those that kill you outright on contact, and 
those thai drain your energy. You can't always 
tall which of the effects a hazard is going to 
produce, so the best rule is to avoid everything 
that moves and as much as possible that 
doesn't - ever the floor!? 

Batteries replenish energy. They are also 
needed to operate a vital element of the game: 
a slave robot, which you can ihcn use to 
perform difficult or dangerous tasks. You have 
to program the robot with a series of instruc- 
tions, rather like the computer language Logo 
You've got to be careful otherwise you 
might send it into a deadly confron- 
tation, or forget to tell it to come 
back and leave :t where you 
can't get it, Such difficulties can 
be ironed oui on a special 
training screen whore 
you can !eam how 
tc use the the robot. 

This added 
element or the 
game is what 
makes the 
gaimeplav 
special 
When 
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ACTION TEST 




is an excellent title tune. The gameplay is a 
little frustrating at first but once you Find the 
suit and the anti-gravity boots, it opens up into 
a game: with many possibilities and lots of 
enjoyment The animation is excellent for Tal; 
the seated gunner a!so looks good with only 
gome stUall movements. Should be a tough nut 
to ctick bur you'll enjoy every minute. BW 

FIRST-DAY TARGET SCORE 
Fmd ann-grav boors. 



GOOD NEWS 

*■ Excellent use of colour. 
*■ Great animation and graphic designs. 
►■ Good title tune. 
► Tough gome to crack. 
>■ The suit and its extra features add impor- 
tant variety. 



B 



E 



W 



^ Some situations are too difficult to escape 
unscathed- 



GRAPHICS 



GRAB FACTOR 



STAYING POWER 



A A RATING 



added to , the puzzles contained on many 
screens, it introduces an enjoyable and origi- 
nal aspect to the action. You 1 !! need good 

Timing as well in some situations and the ability 
to improvise with what you've got, 

M (his vanary comhinad with wonderful 
graphics make an excellent game that you 
won't want to miss seeing, never mind playing - 

BW 




FIRST-DAY TARGET SCORE 

1 crystal 



Excellent colour graphics and design. 
Large playing area. 

Puzzles require thought and good tuning. 
Programming stave robot adds variety to 
the gameplay. 

Lots of originality in a familiar format. 
A tough challenge to complete 
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Control of master robot can be awkward. 



{ GRAPHICS 



SONICS 



GRAB FACTOR 



STAVING POWER 



A A RATING 



92% 
4Z% 

83% 

99% 
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e More adventures from the Arcade Sensation.® 
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THE DEEPER DUNGEONS 

ANOTHER OlA ALL NEW! 
ALL ACTION! SUPER SCREENS 



Did you buy the no. 1 Arcade 

Smash Hit of 1986 - Gauntlet? If not, 

you certainly should have. If you did, 

then youUl be delighted to know that you 

can play another amazing 512 levels with 

this super add on. 

Requires original Ciunlk-l to run fhi*. v 





fJ 



CBM64/128, SPECTRUM 48/128K, AM! 

£4.99 cassette 
\ AMSTRAD, ATARI, £6. 
\TARI ST £12.99 disk 



\ MSX, ATARI 



ra! 










ATARI 







LT.S COLD LTD., UNITS 2'3 HOLTORD WAV, HOLTORD, BIRMINGHAM Bb 7AX. TEL: 0G1 356 3388 GAMES 



ACTION TEST 



TOP GUN 

Ocean, £8.95 cm, joystick or keys 



Having gone to number one in both the film 
and tausie charts Top Gan is going lor the 
hat-trick with a computer game. Fortunately 
the game concentrates or. the best pan of the 
film - the flying. You're placed in the cockpit 
of an F-14 Tomcat and must take on other 
fighters in a deadly battle to the death. 

You can take on either the computer or 
another player, and start with three planes - 
which is pretty generous, given the state of 
the US defence budget. In. a two-playoT game 
you're trying to shoot your opponent down 
three rimes, and in a one-player game you 
take on groups of three lighters that gradually 
increase in skill and ability. 



SECOND OPINION 
On-screen action is about as exciting as 
washing up after Christmas Day - 
gamephy is marginally better. The 

graphics are lirtvelty non-existent, apart 
from the take-off seme. One thing- that 
really makes Top Gun is the music: it's 
brilliant. U that enough to make a game, 
though? No! RpM 



The game screen is split down the middle: 
each player views one half. You have a simple 
display of a gun Cursor and an artificial horizon 
on the HUD (heads-tip display) with a tew 
instruments at the base of the screen. The 
other plane is the only thing that will appear 
on the screen and is drawn with vector graph- 
ics. You're armed with missiles, cannon and 
flares and can alter speed, height and direc- 
tion. 



GREEN SCREEN VIEW 
The sky is p&foctly dear. RpM 



It's not much of a flight simulator, although 
you can crash into the tuound. but as a 



two-player game it can be quite competitive. 
The computer also puts up. a good battle with 
the third wave of fighters really starting to get 
tough. Not A mega- game but a. competent 
product best played with two players. 

BW 

tOtST-UKY TARGET SCORE 

£ planes 



3 



N 



w 



► No variety In the action. 

> Planes don't move very convincingly. 



D 



N 



W 



►■ Very nice music from the film. 

► Competitive two-player action. 
>■ Computer opponent gels tough. 

► Fast-moving vector graphics. 
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GRAPHICS 


SO % 
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SO NICS 


GRAB FACTOR 


STAYING POWER 






A A RATINGFYE* 
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HARDBALL 

Artisoft, ti.K caw, £ I J, 95 dlik, K»y*!fck or keys 



The last baseball simulation on the Amstrad 
was World Series Basflhail which unfortunate- 
ly allowed yon to nir, up cricket scores and 
was anything but realistic. This latest from 
Ainsolt • that house has been quiet lor a long 
while - promises a lot more. 



SECOND OPINION 

As far as sports simulations of this type/ 
go, this most be one of the most 
entertaining I havs earn* across. Even 
though the graphics atui sound are 
nothing special; it has a certain flara - 
pSayabihty. When fust starting Hardball, it 
can be devilishly difficult: a couple of 
hot&$ smngmg the bat will soon have you 
churning out the hoim runs. RpM 



You have control ovei both the team 
manager's decisions about who plays and also 
over all the on-field action, You can play 
against the computer ot another player, and 
as always with these thir.gs a two-player game 
is the most exciting, Nevertheless the compu- 
ter does put up excellent performances and 
won't be easily beaten. 

The screen where the pitcher and batter 
face each other is good When the ball is 
thrown, you need good timing and reflexes to 

The management side revolve* around 



the vatioud players statistics, which aren't very 
well explained in the instructions- Fans will 
know What ihey are: the novice should just 



CREEKT SCREEN VIEW 

Sensibl& choice Of colours: aft can be 
seen. RpM 



worry about overall averages for each player, 
You can shuffle the team around using substi- 
tutes throughout a game. This is particularly 
important for the pitdher: you will probably 
need several, each one? being good at a 
different type of pitch. 
recognise the pitch and try to hit it. A hit will 

FIRST-DAY TARGET SCORE 
Beat computer 



N 



W 



► Well implemented pitching screen. 

► A variety of players, styles and pitches. 
P- Fun two-player actio n. 

► Reasonable computer opponent. 



5 



N 



* 



► Fielding isn ! t «asy because of player 
choice. 



take you to an overview of the field, where 
the graphics are less impressive. All die usual 
baseball rules are implemented, including the 
option of a designated hitter and intentional 
walks, It's a much better effort than WSB was 
and should prove a popular sports simulation. 

BW 




GRAPHICS n: 



SONICS 



GRAB FACTOR 



STAYING POWER 



A A RATING 
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ACTION TEST 



FOOTBALLER OF THE YEAR 

Gremlin, IMS aw, £14.05 dilk, joptkk w keys 



Now that the really lousy weather has set in 
For a few months, all aui thoughts turn to 
football played in the? mud, tain, haiL snow and 
fog. Fortunately Hie software houses are snTJ 
trying to conie up with games on. the subject 
that can be played in your cosy, warm home. 
This one involves both strategy and arcade 
action as ycu strive to become the footballer 
of the year. 

The game is run from an icon screen where 
you can examine the team's status, examine 
the player's status, get transferred, get incident 
cards, play matches and load, save or quit the 
game. You start the game with £5.000 and 10 
'goal Cards", and a long battle? ahead. 



SECOND OPINION 
If you're into football simulanoirs then Fm 
sura you'll enjoy this. I am rrot a football 
fanatic and End little, bar the icons and 
occasional noises, to recommend it, RpM 




The matches are played automatically , f our 
ooRir±uf.on made only if you play a goal card. 
This will take you to a screen where you have 
to beat up to two defenders and the goal- 
keeper to score goals. The screen is simple 
but car, be entertaining. Matches are also 
decided by the performance of the rest of the 
team, i hough, so even a hat-trick heio can be 
an the losing side. 

The game goes through full league seasons 
with FA, League and European cups, as well 
as a Super League end Internationals. Money 
is important and can often be gained through 
incident cards or transfers. These are impor- 



tant and mean you shouldn't get too attached 
to one club. lis not a particularly tough game 
but enjoyable to play and come back to. 

BW 

FTJRST-DRY TBJRGET SCORE 

Footballer of ihe Year 



GREEN SCREEN VIEW 
Pweep. thwack... goal 1 suppose you 

can see thai all right. RpM 



H 



w 



¥■ Well-presented icons and screens. 

► Nice mix of strategy and arcade, 

► Easy to get Into and play. 



a 



>■ Doesn't hare much depth to It 



GRAPHICS 
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GRAB FACTOR 



STATING POWER 



A A RATING 




U% 



PETER SHILTON'S HANDBALL MARADONA 

Grand Sljnv Argus Presi, i&,W as, jo^ckk or keys 



YquTI be relieved ;o know :hai it's got nothing 
to do with the incident in the World Cup 
that's just a clever title to make the game sound 
more attractive. As it is, the real issue is 
whether Argus has committed a professional 
foul itself by releasing il. 

Vou take the goalkeepers role as you try 
to steer your team to victory. You don't get to 
decide what goes on elsewhere on the field. 
just try to stop the opposition scoring. The 
screen shows the goal at the top of the screen, 
either on the left, ihe right or in ihe middle. 
The opposing players advance towards the 
goal occasionally passing, and eventually 
shoot. You then have to dive and save the ball. 



SECOND OPINION 
Why is nobody capable of bnnguxj out a 
decent football simulation for poor old 
Arnold? The footballers look as (nought 
they hi ve been kept in a dark room all 
their lives they are flickery and 
anaemic I do believe that's the befit place 
for them. RpM 



There are defenders who get in on ihe 

action but they will never break up an attack. 

5 8 AMSTRAD ACTION -.■**« ^-.a &.* 



just delay the eventual shot- Yon car. first 
practise saving a random selection of shots 
and then move on to a two-half match This 
can be played against the computer or another 
player but the action ls the same: you just try 
to save shots, you don't get to shoot. 

You can also upgrade your slal! lews! 
against a series of more complicated attacks. 
The variety of attacks including l:ee kicks, 
comers and intricate passing is impressive, 
But the graphics aren't, leaving you with the 
impression that this could have been done a 
Lot better Bit of an own goal this one, Brian. 

BW 







GREEN SCREEN VJEW 

Flickery bur visible. PtpM 



FIRST-DAY TARGET SCORE 
Beat computer 



s 



W 



► WW* variety of attacks to face. 

*■ Quick thinking required to save goals 



B 



N 



W 



► Horrible graphics, 

►> No variety, Just geaUteeping. 

► Bad sound. 



GRAPHICS 
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GRAB FACT OH 



STAYING POWER 



A A RATING 




ACTION TEST 



HACKER II 

Artivmon, £9,99 cm, £U.W disk, joystick or keys 



Well, the game still doesn't have much to do 
with the conventional interpretation of hacking 
but it is similar in style to the previous game. 
Once again you're trying let help out the US 
Government with a problem and you have 
some sophisticated equipment at your dis- 
posal to do ti with. 

As with the original Hacker there's a 'front 
end" that you have to gel through before 
entering the gams proper, but this one is 
Simple enough and can be avoided ;n future 
games, What isn't simple is the instruction 
booklet ■ more like a technical manual thai 
you might gel with somi; advanced piece of 
electronic equipment. That's what you're sup- 
posed to- be using in the game, but things could 



have been a lot more user-friendly. 

The action is all displayed on four view 
screens- They can be quire awkward to uae 
but are very clever aclce you get the harq of 
them. There's a lot of planning required if 
you're going to succeed, so many games will 
be required lor exploring and familiarizing 
with the facilities available, A testing challenge 
that could have been owmi battel :f the 
instructions didn't leave you with so much 
annoying tr.al- arid-error to go through. BW 

The game takes place inside a camp i 
where you have to recover the Doomsday 
Papera, To do this yeuVe got to avoid or 
deceive :he security devices wh:k> controlling 




SECOND OPINION 

This one really took some getting into. 
Even once I'd worked everything out it 
didn't impress much. Peisonaliy I'd rather 
spend my timet backing for real. RpM 



a mobile remote unit (MRU). You've gol three 

of these, but if they're spotted by the security 
network they're in big trouble. 



GREEN SCREEN VESW 

No problems seeing. RpM 



N 



W 



► Requires planning and strategy 

► Plenty of depth aJid challenge. 

► Nice atmosphere created. 



B 



N 



W 



► Very unfriendly instructions. 

►■ Still very little to do with hacking. 



GRAPHICS 
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STAVING POWER 
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BOBBY BEARING 

The Edge, £6.95 ens, 1,14,95 $>&, joystick or ksyi 



You'll immediately be familiar with the graphic 
style in which the game is produced, because 
ifs very reminiscent of Spmdizzy. The land- 
scape is composed of cubes, blocks and 
sloping surfaces based on a grid pattern, that 
form futuristic landscapes. On this odd surface 
you control a cute little beanng called Bobby. 



SECOND OPINION 
Bobby is a beanng, Bobby is s beanng. 
birr why am J" not bearing him? The 
graphics may have astounding detail, the 
sound may come torn a cmstssd tweeter, 
but why do&$ the gemeplay h$ ye to be so 
similar to Sprndizzy. Admittedly, I found 
Bobby B thoroughly addictive, but having 
seer Spmdxsy, there is no comparison. 

RpM 



Your task is 10 explore over ISO screens 
in search of your four brother bearir.gs who 
have been stunned senates by a bunch of 
evil black bearings. If you can find anc of your 
brothers, then he has to be pushed back home 
the way you came. Exploring on your own isn't 
too difficult, but pushing an uncooperative 
bearing as well makes things very tough. 

The bearing rolls nicely around the 
screen and can charge quite quickly through 
some areas. You will also encounter puzzles 
and dangers that have to be got past, These 



can pose two ihreaEs: either to stun you so :hai 
you lose control for a short while, or to squash 
you outnghT costing a lot of time. Time is 
precious because all the brothers have to be 
rescued within a short unut. 

The graphics arc excellent. Bui the game 
is a little weak on the puzzle side ot things, 
relying most on the difficulty of moving the 
other bearings. It's nor as good as Spindiszy, 
which is larger, more complicated and re- 
quires more control, but it's still a lot of fun. 

BW 

FIRST-DAY TARGET SCORE 
Find brother without cheating 



GREEW SCREEN TOW 
Bnarsbfe! RpM 



N 



W 



►■ Well-drawn 3D landscape. 

> Very cute and funny characters, 

► Some puzzles to- solve 

►• Tough task getting the bearings back. 



3 



N 



W 



P- Not enough puzzles or complicated loca- 
tions. 










GRAPHICS 


&4% 

|IT% 


SONlCS 


GRAB FACTOR 


STAYING POWER 




A A RATING 


'.■■■.■.'.'.'.'.'.'.va™ BBSS 







m otwtd m AMSTRAD ACTION 59 



ACTION TEST 



THE HIVE 

Firebird, rt.95 tsft. f 1 4?5 disk, \oyilkk or Myf 



Remember Toms, lhai gallant team of pro- 
grammers that brought you Site? Well they've 
been beaverirg away for some time an this 
their new game. It's programmed using vector 
graphics, like Fflrte, and has a highly original 
scenario behind iL 

You control a craft called the Grasshop- 
per that walks through the hive's complex of 
tunnels. At the heart of the hive is the queen, 
and it's your task to destroy her. The complex 
is composed of eight levels, each successive 
one harder to get through. 

The screen shows the forward view from 
die Grasshopper and below it a status panel 
with lots of handy information. What you see 
is circles stretching off into the distance, mak- 
ing up the tunnel, occasionally splitting into 
two or three at junctions. Into these tunnels 
are introduced many different objects and 
mechanical insects, some of which have to be 
picked up and used, some avoided and others 
blasted to pieces. 

Just finding your way around will be hard 
enough at first: it's not an easy game to map 
and you can easily become disoriented. It's 
quite easy to find yourself going around in 



GREEN SCREEN VIEW 
DaS, bat everything is cl0ar. RpM 



circles and running into the same obstacles 
several times in a row. Making life difficult the 
whole lime axe the other mechanical insects 
that inhabit most areas of the tunnels. 



The insects appear in swarms - well, 
waves at least - and which insect it is depends 
on the level you're: on and the area of tunnel 
you're in. They come in all sorts of weird 



SECOND OPINION 

Buzszzingiy good. I enjoyed Hive because 
of its noveJ gameplay. Twisting ypur way 
down iru?Q upon mile of hypnotic runnel 
may not be everyone's cup of tea, but it 
has addictive qualities: avoiding Dying 
insects or blasting them (my preference), 
coiiecting weapons and trying to Unci the 
way around the nwze of tunnels. I found 
the game to be relaxing at certain stages, 
at others it was mayhem. Secommended- 

RpM 






shapes and sises. including one that looks like 
a flying TV set. Many of the insects are 
attractive but you must blast them without 
mercy because when they crash into you they 
drain large chunks of energy. The more nasty 
the insect, the more energy gets lost. 

There are other static obstacles poking 
out from the tunnel walls, most of them 
dangerous. You can jump or duck under some, 
but others will have to be blasted or removed 
by another means, There are also objects 
which can help you, including pylons tc 
provide energy, guns and bombs for killing 
insects, keys to remove some barriers in the 
runnels, and shielding for the Grasshopper. 




Your status panel gives lots of handy 
information on whether you're being attacked 
from behind, when you're approaching a 
junction, what you're carrying, and a teleport 
code allowing yea to return to particular spots 
easJy. Handling objects, changing speed, 
lumping and crc^ciung all require you to use 
the keyboard, which can be inconvenient, 
particularly when you are using the icon 
system that allows you to use objects 

The vector graphics are excellent, fast- 
moving and for some insects quite detailed. 
The game itself will take some getting to grips 
with, but there's plenty there for those with a 
bit of patience for exploring. 

Its certainly unlike any other game Tve 
played. Although it won't get your adrenalin 
pumping it is a challenge that will have you 
thinksng and exploring for quite a while, BW 



FIRST-DAY TARGET SCORE 
1,000 



KATTRAP 

totetwitt, tt.SS (*ss, £14,95 i'rtk, jfljHkk or ktp 



Does the name Jonathan Eggekon mean any- 
thing to you? No? Well, once upon a time there 
was a competition held in another magazine 
to design a game. Cutting a long story short, 
Jonathan's Kat Trap was the undisputed win- 
ner. The game was programmed by Design 
Design, which assures excellence, and is out 
on Domark's new label. Streetwise. 

Kat Trap's history may be rather boring; 
the game is not. In the future when Earth is 
wracked by solar explosion? and Cat Men 
walk tbe once-green planet, your task is to 
regain control of the world You control a small 
robot, MTED (Multi-Terrain Exploration 
Droidj, which looks mote like an egg on steel 
stlts than a computer equipped with self- 
targeting weapons and a grenade launcher. 

Up flashes ihe screen: a grim sky, cat- like 
structures fn the background, but worse, cat 
men approach... 

From that moment, there is no turning 
back. 



SECOND OPINION 

This is one of those games that cause you 
to throw fits of rage when you lose 
another life, but that you always come 
hacJf to. The feeling of injustice at having 
been killed is immense. You're so 
incensed that you have to play again in 
order to get it light. The detailed 
graphics and varied rones' make it look 
good and stay interesting. Its definitely 
one to have a look at. B W 



Everything is viewed from the side, You 
start with five, much-needed, lives. Bullets are 
your weapons. This information is displayed 
at the top of the screen, Energy and score 
show at the bottom of the screen. 

Not long after starting the game, yua will 
en counter your first enemies: the cat- men A 
quick blast from your trusty shooter The game 
has several nice touches here: whea you hre. 



GREEN SCREEN VIEW 
Great, I can see everything RpM 



out pops a gun barrel - paw. and down falls 
your victim 

Things are never quae that simple The 
cat-men duck when you fire. If you. shoot once 
and miss, it a fair la assume you will lose a 
life. Unfortunately, you sKop when you fire This 
is downright annoying, especially when things 
approach from both sides. Not one of ihe nice 
touches. 

As you travel through the many screens, 
the ever-changing, detailed and interesting 
background makes u hard lo concentrate on 
the task at hard. 

The game is split up into sections, or 
rather enemy arrack waves, The cat-men are 
the first, closely followed by exceedingly 
annoying bouncing rocks, holes in ihe ground 
(don 1 stand over these or a ghastly black hand 
will grab you) and what appear to be flying 
boxing gloves. The further you progress in the 
game, the stranger becomes the opposition. 
Nasties include dogfish, goldfish, swellings in 
the road, ghosts (which do nothing but distract 



you), flames, tanks, stickmen (bearing a strong 
resemblance to a quaint character named 
Mnph) and large tobotic cats. 

Don! assume Uus is 'just another shoot- 
em-up. It's constant excitement, although 
(here is little to do but blast, jump and duck. 
On your travels, several objects are picked 
up automatically, ranging from weapons to 
extra lives and energy cells lo sustain the 
power-hungry droid 

You must carefully select the right weap- 
on to exterminate different types of enemy. 
To destroy the flames, for example, shoot it 
with Water Don'l be footed into ihinkinq that 
everything is that logical though - who's ever 
heard of frying goldfish with a laser? 

Some humourous touches 
have been added in just X/ 
she right places: when V^ 
hit by a bouncing lock, 
the droid spins , 
through the air // 
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► Smooth, fast vector graphics, 
s* Large, complicated playing area. 

► Great graphics for the insects. 
** Many objects to find and m. 

► Very original game concept. 



N 



W 



> Doesn't give yon any urgency when 

playing. 
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The Final Challenge 




Launching soon on: 

Spectrum £7.95 

Amstrad, Commodore tape £8,95 

Amstrad, Commodore disc £14.95 



Formal! order enquiries please write toi 

NMC Limited, PO Box 67 
London SWU IBS 
or call on 01-2286730 







ACTION TEST 



180 

Mjiti.rtfdnic, £l,f? cass, joytf-ck or ktft 



lS(h£ ar. upmarket darrs game with a differ- 
ence. Make siiie ycur voiumo level ;s turned 
up before the game has finished loading, 
because yoj realty don't want to miss: the 
digitised 'ISO' yen so familiar to TV darts. 

ISO lets you use joystick or the keys you 
warn. You can play "round the clock* to 
practice I suggest you start with this to get 
Used to controlling the dart, A hand is shown 
on The screen, which you move diagonally to 
target the dart. Press Fire to throw. 

The rules are the same as real darts: you 
must finish on a double, and hitting the 
tieble-20 bed three tunes gives a score of 180 
and the ' ISO? yell _ 




HIJACK 

Electric Dtarms. t?,W citt, £M.W disk, joytfkk only 



Hijack is an arcade adventure- The object of 
the game is to defeat the terrorists who have 
hijacked a vehicle. 

You are in charge of the Hijack Division, 
a government department d&dicated to stamp- 
ing out terronsm. You musl either raise enough 
money to give the hijackers;, or raise enough 
nulilary support to storm them. Or. the Other 
hand, you could send m the diplomats to try 
and talk them out. 

You start off in your office. Lifts take you 
up and down to other rooms and departmcr.ts . 
Other members of the govemnterl staff walk 
around, ar.d whenever they are in the same 
room as you, you can ask them to perform 
specific duties, The president lb the only one 
who can fire you. You may ask him for 
transport to the hijack scene 1 , OT for a deadline 
extension, or for military, financial or political 
support He's mute tight ar,d rarely gives you 
anythin.g 'Mthoul quite a bit of pestering. 

The other characters which you may 
control are: 

- The FBI agent, who can question another 
employee, rorum to his off:ce. or hand in his 
notice. 



SECOND OPINION 

/ fifce a. bit of political intrigue, and 
although this isn't gutfe on the level of 
Fourth Protocol it gives <* teste of it. It 
shouldn't take yen long to get info the 
game and the increasingly difficult tasks 
will keep you there. Not a blockbuster 
but plenty oi potential for fur B W 



SECOND OITNION 

As dart qames go, this is one of the better 
efforts with good graphics, tough 
opponents and 1 a nice, practice screen. 1 
would hav$ preferred a mder v&riety of 
games instead of just SOI but there's still 
plenty of fun to be had 

BW 

On youi nun, the screen shows the hand 
holding the dart, the board itself and ihe 
automatic blackboard. However, when your 
opponent throws, you see a aide shot of him 
thnowiivci, (Something is supposed to happen 
in the background While he is throwing, but 1 
ami seen nuffink happen there yet, you know 
what I mean, Harry?") 

Playing 501 takes the form of a real 
conTest starting from the quartet -finals. In the 
quarter- and semi-finals, you play one of eight 
opponents from Mega Mick, Belly Bill, Delboy 
Des, Devious Dave. Sureshot Sidney, limp- 
wrist Larry, and Tactical Tel. Each match is 
the best of three, so you must beat your 
opponent twice to go through to the next 
round 

The skill of the opponent you face de- 
pends on the stage of the competition in which 
you face him. The ordy difference between 
the eight different opponents is the way in 
which they finish. Or,e likes finishing on the 
buil and will often attempt to go bust, by 
scoring more than he needs, to alow him a 
second attempt at the buil 

If you reach the final, you face Jammy Jim. 



GREEK SCREEN VIEW 
Everyf /ting's perfectly visible. 



BW 



- The CIA agent, who can research the, 
hijackers, Teturn to his office, or hand in his 
notice. 

- The military/poliQcal adviser, who can go to 
the hijack, help assistant, return to his oiQce, 
or hand in his notice. 

- The military/political assistant, who can 
deploy military forces or diplomats, teturn to 
his office, or hand in his notice. 

- The publicity officer, who can issue press 
releases of varying detail, return to her office, 
or hand m her notice. 

- The financial officer responsible for raising 
the cash, who can raise funds quickly or 
slowly, go to the hijack, return to her office, 
or hand in her notice 

- The secretary can find an employee and 
send him or her to your office to wait. The 
employee will do so if he is not busy and 
depending on his loyalty, 

Once ijiven the access code for the 
president's door, you may go lo the top of the 
building ar.d get into the helicopter, which WiM 
fly you lo the scene of the hijack. 

1 like this game very much. The graphics 
are not bad. and the game is fairly addictive. 
There is little or no sound but this does not 
detract from the game The lifts taking you 
from floor to floor are well depicted and add 
to the game's attraction. Unfortunately , 'lie 
characters ttiovo very slowly and you really 
need a whole day id get into the game. CB 



CREEN SCREEN VIEW 

Cfear, and has beard colour options 



BW 



As the cassetle inlay says, 'to beat him you 
must bo more than just, amazing.' 

The inlay card includes a useful table of 
possible finishes from 170 down to 1. 

I enjoyed playing this game and fell (hat 
most of the features were done welL However, 
the oniy sound in the game is the applause 
when you score 100 or oyer, and the '160" yelJ- 
But overall, an excellent buy for the price, 1 
got hours of fun and enjoyment from it . CB 

FIRST-DAY TARGET SCORE 
Get to the final. 
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P- Good graphic throwing hand. 
*> Some tough opponents. 
tf Nice digitized ISO' yell 



6 



N 
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> The teal thing's still mote fun- 

> Nobody buys you a round. 

> Plays only 5Q 1 and round-the-clock. 



GRAPHICS 



SONICS 



GRAB FACTOR 



STAYING POWER 



A A RATING 
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FIRST-DAY TARGET SCORE 

Get through the door into she president's 
office. 

GOOD WEW~ 

► Exceedingly addictive. 

► Many, many glorious rooms. 

► Each character rtu a life of its own. 



N 
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► W.ukuig U slow and cumbersome. 

► Takes a long rime to play 



GRAPHICS 



S0NICS 



GRAB FACTOR 



STAYING POWER 



A A RATING 
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ACTION TEST 



XCEL 

Mister crank. tl.Wuid, joyickk or ktft 



Tlus is one of those games thai you either love 
or hate - there's no middle ground for compro- 
mise. It's basically a two-stage shoot-em-up, 
but with lots of frills that add to the enjoyment 
or frustration, depending how you look at it. 
You control a spaceship trying to track 
down 30 planotg among 30Q. On each planet 
you have to get through several defence zones 
before finding out whether there is a computer 
at die end of it. If there is no computer then 
you've wasted all your efforts and will have to 
go off and try somewhere else. 



SECOND OPINION 
Sonie very nice programming touches 
have been incorporated in Xcel. It ss 
graphically stunning; even the 
soundeffects are bearable. The gameplay 
lacks variety - basically it's down to the 
planer surface, blast a few aliens and 
return to your ship. It doesn 't stop there, 
though for you keep repeating tlua task. 
At under £2 though, there can be no 
doubt in my mind: this game's a winner. 



The screen initially shows you orbiting a 
planet, with a detailed control panel from 
here you can access seven other facilities that 
may give helpful information. There's one 

computer that tells you about all the other 
controls and a second that gives iriormation 
on all the planets. ■Status' gives. you information 
on your shields and shooting accuracy, the 
map allows you to choose a planet to which 



GREEN SCREEN VIEW 
Sensible choice of colours, ail is visibfo. 



you can hyperspace, and the communication 
option gives you any messages, 

Many of these messages are translated 
from a weird alien scrawl. If you can decipher 
it (if it's possible) you're 3 better code-cracker 
than I, 

When orbiting a planet you can send 
down a remote probe. You have only a limited 
number of these - when they're all gone, the 
game is over. Once down on the planet surface 
the profc* has to go through a number of 
sections composed of two basic games. 

The fust stage is always a downward- 
scrolling screen - you can move your ship 
anywhere. It has to manoeuvre through narrow 
corridors of indestructible trees and blast 
sway other objects from its path The stages 
vary in design: some are almost like mazes 
and othera require plenty of blasting. In places 
you need pbcel-perfect accuracy with the ship 
- this is where you will either love or hate the 
game. 

The second type is a simple old shoot-em' 
up. Aliens whiz on from the top of the screen 
and nick' around. If you can blast enough of 
them, us on to another of the scrolling stages 
Aliens shoot back and can be very dangerous 
If you die. the next probe will have to start 
agam from the First stage If you reach the third 
stage and then die, you restart on stage three. 




If you gel through enough stages you 
discover whether a computer base was on the 
planet Then it s on to the next planet in search 
of another one. The stage* really are tough 
but Willi practice they car. be mastered. 

The required ac c ura c y of conttol will 
drive you up the wall bat youll always come 
back for more Thar* axe lots of lovely graphic 
effects from the loading screen nghl down 



SPACE HARRIER 

Elite, UK CBS, IlOi didc. joystitk « keys 



If you've visited the arcades over the past year, 
you may well have noticed this game, The 
arcade version allowed you to sit in a booth 
that was moved around in relation Eo [ho action 
to enhance the feeling of movement. Of coursu 
that isn't possible for the home versions, but 
this still locks like another big smash for Kite. 

It's another game where you don't have 
to worry much about the scenario jusl blast 
everything foolish enough to stray onto the 
screen. You rake the role of a man toting a 
hip-slung gun. 

You can move all over the screen, running 
along the ground or flying ih rough the air. 
When the man runs carrying the gun,, the rear 



SECOND OPINION 

If you like it fasr &nd furious, then Space 
Harrier has got it, You have to be wide 
awake to play this game. Trying to amass 
m alti'imllitut scores a t four in the morning 
is not the way to do it The speed and 
mindJessness of Hairier ensures that I for 
one shall he playing it for weeks. RpM 



view gives the impression he's playing a 
guitar. This is dispelled when he flies or turns 
sideways, or by loosing off the gun's lethal 
blast 

The ground scrolls towards you; scenery 
in the background moves when you awing 
away from the centre of the screen. Trees - 
drawn wtrh vector graphics - loom fasr toward 



GREEN SCREEN VIEW 
Everything is much clearer m green. Bo 
thankful - you need all the help you can 
get. RpM 



you. Avoid these or they will cost you a life- 
You can't shoot the trees on any of the many 
levels, hut they do vary in height and shape. 

Once you experience the speed of the 
game you may think this enough to cope with. 
But there's plenty more to come: all manner 
of weird aliens are going to be thrown at you. 

Aliens too are all drawn using vector 
graphics, and come on in waves from different 
parts of the screen. Sometimes they appear 
from behind you, sometimes from the distance 
ahead and sometimes zip in from the sides. 

Once on screen they'll wheel about in a 
preset pattern, blasting off oval- shaped char- 
ges at you before disappearing off sere-, 
a shot hits you, you lose another life, bat if you 
can hii the aliens with your bullets they blow 
up. 

At first you'll wonder what on earth a 
going on. But as you get used to the speed of 
the action, the vector graphics against sobd- 
graphic background, and the three things you 
have to avoid (trees aliens and shots), things 
will become easier. The most important thing 
is concentration: at the speed things move, 
you have to be at your peak of seeing and 
thinking. 

This ifm t one of those horribly tough 



games, mind you. j'fT'f* you can get right 
into it and have pfassy Si blasting fun whatever 
your standard of play. If you survive enough 
waves you get throngs to a different scrolling 
background mm new trees (which aren't 
always trees On some levels you must first 
defeat a mute-segmented dragon, which stays 
on screen firing eaJvoes at you until you hit it 
enough tunas or Ions aO your lives. 

The yiapha» axe superb and incredibly 
fast At first yon may find the vector-graphic 
aliens hard jo pick ckz. bin keep playing and 
youH appreciate ihem more and more. The 
music that accompanies the game is just nghl 
and the gamepiiy is sheer, unadulterated 
blasting bhss YouTJ come away from the game 
mentaSy and probably physically exhausted 
borwHwartHM »W 



w 



B» Amazingly fast action- 
S* Good scrolling backgrounds. 
S* Great vector graphics for trees and 
aliens, 

*> Many levels of increasing challenge- 
s' Good music for accompanying game. 



N 



ft* Beth, yen and your joystick nay be 
knackered. 
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AMSTRAD GAMES • for CPC464, 664 &61 



CARRIAGE FREE 



AMAzigs 



OFf&tt 



I 



DISCOUNTS! 



1STRAD CK— Current Releases 



▼ £2.00 OFF '▼ 






5 STAR GAMES 


BPAU JOLLY 


£9.95 


£7.95 


COMPUTER HITS III 


BEAU JOLLY 


E9-95 


E7.95 j 


DYNAW ITC DAN 2 


MIAfWBSOFT 


C8.SS 


CB» 


DRACULA 


cm 


£9.95 


£7.95 


STAHGLiatR 


flAIK3.nD 


en. os 


El Life 


TRIVIAL PURSUIT {DISO 


DOMARK 


£19 95 


£17.95 


trivial pureurr 


DOMARK 


F14 95 


El 2.95 


5LICCM0R=AM 


RAftttlftO 


[14.9$ 


CfJ.W 


THE INHERITANCE 


IN*OGRAMF5 


£9 95 


£7.95 


RDGlUETftOOP=A 


PtrUMMA 


C9.96 


C7.M 


JACK THE WFPER 


GREMLIN 


E995 


£795 


" = ARKUN3K. 11 


OCEAN 


£*.» 


tfi.*5 


"OPCJUN 


OCEAN 


CBM 


re.35 


COP OUT 


MICRO-GEN 


£8 95 


£6.95 


WNAWCOtF 


r.c"A\ 


fn <M 


££.95 


■flnavtcoihKP -hts 


OCCAN 


Efl 95 


te.9s 


MIAMI VICE 


OCEAN 1 


EB.95 


£6,95 


WIMT R WONOC fl -,AN3 


iMCCNTive 


E7.« 


C5,*5 


L FfiFNn np KA<n 


WAGINF, 


C7.3S 


CS.9S 


THEY SOLO A MILLION II 


OCLAN 


£9 95 


£7.95 


CC'H.{ 1UR S MAGIC 


PIRANHA 


£9.95 


£7.95 


FfXITRAUFROPVPAR 


GREMLIN 


C9.95 


E7.BS 


HITS PACK 


ELITE 


ta.B5 


£7.95 


NOSTTC FtATU THE WMPI ft£ 


PIRANHA 


£9.95 


£7,95 


BOBBY St AKI NG 


SOFTEK 


£8 95 


£6.95 


NOW GAMES 3 


VIRGIN 


E995 


£7-95 


7ENO 


ARGUS 


EB.95 


£6.95 


HEARTLAND 


SEVON2 


E9.S5 


C7.»S 


MODEL UNIVERSE 


AKNDH 


-I'i- jl 


C1J.M 



AMSTRAD CPC DISCS 





▼ £6.00 OFF ▼ 






MELTDOWN 




ALLIGATA 


£14.95 


EB.95 


STARQUAKE 




BUBBLE BUS 


£t2.95 


£6,95 


HEAVY ON THE MAGICK 


GARGOYLE 


IH.15 


E7-95 


WATERLOG 




LOTHLOFHEN 


£14.95 


£3.95 


BICGLES 




MlftRORSOPT 


El 4/95 


£8.95 


KUNGFU MASTER 




US GOLD 


£14,95 


£8.95 




1 £5 00 OFF 1 






MACROCOSM! C A 




AMSOFT 


F.M.95 


iB 95 


GOLDEN HATH 




AM SOFT 


£13.95 


18.95 


GLASS 




ARGUS 


£1235 


E7.95 


GLADlAlGR 




DOMARK 


£14.95 


£9.95 


■V 




OCEAN 


fuss 


tr- js 


STAiNLESS STEEL 




MlCRO-GE* 


£13,95 


£8.95 


LORD OF THE RINGS 




MELS0URM« HOUSE 


S.lb.=*b 


£18.95 


SA1COM3AT 




MIRRORSOR 


E.13.9S 


£8.95 


NEXUS 




NEXUS 


E 14.95 


£395 


THEY SOL DA MILLION II 


OCEAN 


£1 4.95 


£9.95 


STAIRWAY TO HELL 




SOFTWARE INVASION 


£11.95 


E6.95 


nmiofsc 




ALLIGATA 


£12,95 


£7.95 




V £4*00 OFF V 






ALEX HIGG1NS POOL 


AMSOFT 


tn.v> 


EB.95 


BEACH HEAD 




as. GOLD 


EW.95 


£t«-95 


DOORS OF DOOM 




AMSOFT 


Eia.45 


£9.95 


FAlRLIGHT 




F HE EDGE 


£14.95 


£10.95 


KUNG FU MASTER 




US COLD 


£12.95 


ea.9s 


GREEN StflEF 




OCEAN 


C1d.fl5 


cio.es 


RED ARROWS 




DATABASE 


E1795 


EB.95 


EQUINOX 




MICRO GEN 


f 13-95 


£9.95 


BATMAN 




OCEAN 


£14.95 


£10.95 


GET DEXTER 




PSS 


£14.95 


£1095 



H«] a i V/±! ; 



AMSTRAD CPC CASSETTES 





▼ £4.00 OFF ▼ 






MAX HE adroom 




ARGUS 


£9.95 


£5.95 


GLASS 




ARGUS 


£895 


F4.95 


CORE 




ARGUS 


£9.95 


£5.95 


STAR OUAKE 




BUBBLE BUS 


£895 


£4,95 


MOVIE 




IMAGINE 


ES95 


C4.9S 


PRICE OF MAGICK 




LEVEL 9 


E9.9S 


E5.95 


WATERLOO 




LOTHLOR!£\ 


£995 


ES.9S 


COUNTDOWN 




MACSEft 


E8 95 


C4.99 


RED HAWK 




MELBOURNF 


mm 


E4.9S 


ROCK N" WRESTLE 




MELBOURNE 


S K 


£9.95 


TERRORMOLINOS 




MELBOURNE 


17.95 


£3.95 


GYROSCOPE 




MELBOURNE 


£8 95 


£4,95 


NOMAD 




OCEAN 


£8.95 


£4.95 


fRANKlE G0EST0 










HOLLYWOOD 




OCFAN 


£9.95 


£5.95 


HUNCHBACK U 




OCEAN 


£8.95 


£4.95 


STAIRWAY TO HELL 




SOFTWARE NVASJON 


£7.95 


£3.95 




▼ £3.50 OFF ▼ 






SEAS OF BLOOD 




ADVENTURE 










INTERNATIONAL 


E9 95 


££.45 


MELTDOWN 




ALLIGATA 


£895 


E5.45 


ELITE 




FIREBIRD 


£14.95 


£11-45 


HEAVY ON THE MAGICK 


GARGOYLE 


£995 


EB.45 


PING PONG 




IMAGINE 


£895 


£5-45 


MOONCRESTA 




INCENTIVE 


£7 95 


£4-45 


TALES Of THE ARABIAN 








NIGHTS 




INTERCEPTOR 


£6 95 


£3.*5 


BULLS EYE 




MACSEN 


£8.95 


£5.45 


HERBERTS DUMMY RUN 


MJCRO-GEN 


£9 95 


£8.45 


STAINLESS STEEL 




MICRO-GEN 


£8 95 


£5.45 


HGHTING WARRIOR 




MELBOURNE 


£8 95 


£5.45 


LORD OF THE RINGS 




MELBOURNE 


E15-S5 


£12.45 


STRIKE FORCE HARRJER 


MIRRORSOFT 


E9 95 


£6.45 


NEXUS 




NEXUS 


£9 95 


£6.45 


NODES C* YiSOO 




ODIN 


E9.95 


£6.45 


ALIEN & 




ULTIMATE 


F9<35 


£6-45 


GUNFRiGHT 




ULTIMATE 


E9.G5 


£6.45 


TRASHMAN 




VIRGIN 


E?,95 


E4.4S 




▼ £3,00 OFF T 










BJBBLEBU5 


CB.H 


'-•-IS 


SATELfTE WARR IGR 




AMSOFT 


£8.95 


ES.95 


QUAB8ACAH 




AMSOFT 


£9.95 


£6.95 






ARGUS 


W.96 


C5« 


Ml B0GGIT 




C.R.L. 


£7 95 


£4.95 


ROOM 10 




CHE 


£7.» 


E4.9S 


DOOMS UAHK RsVfcNtjfc 


B£YONO 


13 95 


ctss 


WAY OF THE TIGER 




GREMLIN 


£9.95 


EB.95 


GEOFF CAPE S STRONGMAN 


MARTECH 


£8.95 


£5-95 


MATCH DAY 




OCEAN 


£9-95 


EB.95 


SWORDS 4 SORC6R1 


F 


PSS, 


£9.95 


£6.95 


JEWELS OF DARKNESS 


RAINBIRO 


£14.95 


£11-95 


KNJGHTLORE 




ULTIMATE 


£9.95 


£6.95 


BOUNTY BOB 




US GOLD 


£9 95 


£6.95 


fa cup roar rail 




VIRGIN 


£795 


£4.95 


, — — 


— 


, . 
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Cheques payable to Software Bargains., GooCs 


1 


1 despatched 


within 


48 hours. Prices indurte vat fi 


II 


Carnage, AetesWisa 


, Send your order to SOFTWARE 


1 


BARGAINS, 8/8 A Regtnt Street, Leeds LS7 4PE. 


1 


1 


Tel. 0532 887789/687735. 






NAME 










| ADDRESS 


! 











POSTCODE 



YOUR AMSTRAD GAMES SPECIALIST. 

SEND SAE FOR FULL LIST OF PRODUCTS 



M£4 



MAIL ORDER ONLY 







ACTION TEST 



DYNAMITE DAN II 

Mirumoft, iS.55 can, £U.95 ttiJc, fgjrttki or keyi 



"Who it the superhero? What is the task to 
complete? Who is the arch -enemy?' Are these 
questions looming around your head? If so, 
relax: ail will sharrty be common knowledge. 
Agent extraordinaire. Dynamite Dan,, has 
quite a feat ahead of hint: the world is being 
mesmerised by innocuous pop records. Dart. 
fhat desperate titan, has to Search a group of 
eight islands known as Arcanum. A record is 
hidden on each island. It must be located and 
played on a jukebox conveniently situated on 
the island. 



SECOND OPINION 

II i: weren't for the horrendous graphics, 
the game might have something going for 
it. But as i! is, iust look;nq at rf puts yon off. 
The action doesn't seem, much disstmUar 
to the anginal gams, so platform fans may 
Still find a lair bit of enjoyment here. B W 



Dan, thai incongruous man, Appears on 
screen in his zeppelin. Colour-clashing is a 
thing of the past, is it not? Wrong! Dynamite 
Dair ft has worse colour-muting than, gome of 
the early Spectrum qames - that is a difficult 
aocompbshment. especially on the Amstrad, 
Nearly all the sprites are monocokmied 

Although the game has colour and graph 
ics problems, there are certain delightful 
touches: Dan, that hydroccphaloid man, and 
all the other characters, object!) and artefacts 
are wonderfully animated. Certain sprites have 



stunning movement patterns that will take a 
lor.q time to work oat. 

While or. his travels Dan, tha* anorexic 
man. encounters many wonderful inanimaie 
items. These serve many purposes - some 
open gates and others build up his ever- 
dLrnifiishing energy. When picking up art 
obiect. a humoresque tune will reach youT 
ears: at least some effort has been put into this 
department 

Apart from the awful graphics and colour 
attribute problems, Dynamite Dan 11 is an 
enjoyable game. There is plenty to explore, 
and i: will keep vou satisfied RpM 

FIRST-DAY TARGET SCORE 
SCO 



GREEN SCREEN TOW 
Even the cchnr-clash is visible. 



RpM 



W 



► Wonderfully animated sprites. 

►- Task will take more than a couple of days 
to complete. 

► Occasional sound is Highly original. 



N 



W 



> Horrendous use of colour. 

► Col our- clashing when sprites overlap. 



Dan, Dar«, the 

colour-da^ man 



> - 
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GRAPHICS 


43 % 
71% 

54% 
€9% 
66% 


SON ICS 


GRAB FACTOR 


STAYING POWER 


A A RATING 



JAIL BREAK 

Kcnami, It .IS ass, IIAfi dtjfc, joynick or kep 



Konami in famous lor us arcade games, which 
until now have been licensed by other soil* 
ware houses when being convened onto home 
computers, Now it's producing its own conver- 
sions. The first is a prison breakout in which 
you play a cop trying to get rid of all the 
escaped prisoners. 

You won't have any trouble recognising 
what sort of game this is: it bears strong 
resemblances to Green Beret and Ghosts a 
Goblins. You have to make your way through 
a right- so- left scrolling landscape, living lo 
complete gradually more hazardous stages. 
To start with you are armed with just a gun 
but can get two more sophisticated weapons 
by rescuing hostages along the way. 



There are three typea of hostage who will 
give you either a weapon or bonus points. 
Care is needed because you car, shoot them 



SECOND OPINION 
Have you played St At the arcade;' If so, 
continue doing just that The Amstrad 
version in boring: you die too cosily, mid 
it's infuriating. In foci tile only thing going 
for il is the opening speech and music. RpM I 



as well. The prisoners coma in several varie- 
ties who can shoot bullets, ihiow things and 
pop out of manholes. You have to avoid the 




missiles and running inio them. Most can be 
wiped out with any of the three weapons but 
some require a specific weapon before they 
can be disposed o(, 

The gameplay isn't very original in the 
wake of Green Beret and Gh.osts'n Goblins and 
in [firms' of graphic* it isn't very special cither. 
It does liaise some digitised 9peech and good 
fie mus:c but this isn't much compensator. 
when actually playing. lis certainly worth a 
look, bul I hope Konami has better games to 
come. 

BW 

FIRST-DAY TARGET SCORE 
10,000 



GREEN SCREEN VIEW 

■Na:probteii\ spotting the bad ynys BW 
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► Reasonable scrolling graphics, 

► Those convicts arts very lough. 

► Addictive and demanding gameplay. 
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|V Too unoriginal. 

i> Too tough for my liking. 
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62% 
K 
61% 

65% 



;l;>;;:;:COMj3J 

■:•:■:¥£#& 

■i'r-,-1, !_!■>. 41. 






m 



rm hkxMd t»p AMSTRAD ACTION 6 7 



COULD THIS BE YOUR 

PROGRAM? 
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Is your program good enough to fill 
this spot? 

Will your game be the next No. 1 hit? 

Are you looking for.top royalties? 

Are you writing for leading computers 
such as Commodore 64/128, C16/PIus*4, 
BBC/Electron, Atari, Amstrad, MSX, 
Spectrum or any other 6502/280 M iero. 



Answer YES to any of these questions 
and we would like to hear from you. Send 
your program tape or disc, together with 
full instructions for iast evaluation. Be sure 
to state your computer type, memory, 
peripherals used and your name, address 
and telephone number. 




34BOURTONROAD GLOUCESTER GL4 0LE 
Te! (0452) 412572 

PS: We are also looking for 65Q2/ZSO program mers for urgent conversion work. 
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ACTION TEST 



AMERICA'S CUP CHALLENGE 

US Gold, «,« ass, £U.W dolt, joystick v key* 



U you thought the America's Cup would be & 
tough simulation to put on. computer, then give 
yourself a round o! applause because trial's 
how it's turned out. This is a very polished 
simulation with plenty oS ahemion to detail, but 
unless you arc a sailing buff it's going to be 
hard to get to grips with 

Ydu can hardly have failed to notice ihe 
Awenca s Cup going on in Australia (his 
winter. Now you can sail the course against 
another player or the computer- You can sail 
at one of duee skill levels bu: you'd find all of 
them lough. At 3s most basic, the idea is to 
aul yotir yacht around a predetermined 
course and cross the finish line before your 
opponent. 

The inatniciLOtvS are very daunting unless 
you're familiar with sailing, even though the 
actual controls arc quite straightforward. Un- 
fortunately this also means that anyone who 
night be in a position to en;oy the complexity 
of the situation may be disappointed with the 
controls 

The graphics as the yachts travel the 
course are reasonable, but there's not a lot of 
noise except for the wind. This can be a very 
enjoyable long-term challenge if you can get 
to grips with it, but I wish the control methods 



had been simplified by more use of the 

keyboard instead of trying to operate every- 
thing with the joystick. 

BW 
FIRST-DAY TARGET SCORE 

Complete the course 




► Very detailed simulation. 

► Will absorb you for hours. 

►■ Well presented, masses of background 
info. 



SECOND OPINION 

J don't hke Sailing, and / don't tike this 
gams, RpM 



ROGUE TROOPER 

Prranlii. &.K Otis, joystkk or keyi 



Yet another comic-book hero is immortalised 
in machine-code. This one cornea from 2000 
AD. where other grna! licensing characters 
tike Judge Dredd and Strontium Dog reside. 
The game's been programmed by Design 
Design and has its unique graphic style, 

Rogue is in a hostile alien environrreru 
whore Notts wander around intent on putting 
holes in hint. You have to guide him to find 
eight vid-tapes before taking off in a space- 
ship- The 3D graphics are very detailed and 
interest k; and have nice, targe moving char- 
acters. The landscape is split inio several 
zones, each with its own distinctive graphics, 

As you search for the tapes you can also 
find ammo for the gun and medical kits to hoal 
your energy level The Notts will shoot at you 
and if youi energy reaches zero you. re dead. 
fl will lake several shots to kill a Nort and 



1 
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N 



w 



P- Very complicated for the beginner. 
►■Bad choice of control mechanism. 



GRAPHICS 



J SONICS 



GRAB FACTOR 



STAVING POWIR 



A A RATING 




GREEN SCREEN VIEW 
Black a/iff whim ts.„ dork green and hght 
green. RpM 



many mora to blow up the pillboxes thai also 
appear. 

The game map isn't very large and wraps 
iound at the sides and the lop. It won't take 
you long to explore it all and realise thai 
collecting eight tapes isn't a very tall order. 
They are randomly placed but you've always 
got plenty of ammo and jusi have to lako care 
with your energy levels. The three characters 
who are supposed to help /on in the game - 
Helm, Giinnar and Bagman - aren't a lol of use, 
jtist passing comments as you perform actions. 

It's a pleasant crarne f or a w hile,, but there 
just isn't enough of it 

BW 



SECOND OPINION 

You ttiiuvelied at the design work in 2000 
AD, Ton were stunned at Kogue 
Trooper 'n inability to die, You wiU fetch j; 
the sight oi tins re-creation on your 
Amstrad's monitor. The graphics look as 
though they have been ported directly 
from another (lesser) computer, 
evorylhing being bkek and white. The 
gamephy may he highly enjoyable: even 
the odd speech-bubble to add humour. 
But why fasve it at char? This could have 
been a top-class game- RpM 



FIRST-DAY TARGET SCORE 
Get eight tapes 
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The Great Galactic Advert 










lure Continues 



StAi Ratileis ft is a iriOcmif K of !fw Atari CorpotMiofi. 
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The future of the Atarian Federation is in your hands as the evil 
Zylon Master, Chut, plans to destroy the Celos IV Star System. 
Pilot 1ne tiottesl fighter in the galaxy, the Liberty Star and wipe 
out the Zyton Master Force and its super Attack Bases. 

The sequel to the game that astounded 
the world STAR RAIDERS fr will leave you 
stunned; there is simply no other game to 
compete with its sheer excellence. 

AVAILABLE ON: "^ ~ 



Amstrad CPC cassette 
Amstrad CPC disk . 
Commodore $4/128 cassette 
Commodore 64/128 disk 
ZX Spectrum 4dK/128K J v 



£9.99 
£14.99 

, £9,99 

£14.99 

£9.99 




SOFTWARE 

ELECTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT, 
SOUTHAMPTON SOI 2EW. TEL: (0703) 229694 

Mail Order: 23 Pond Street, Hampstead, London NW3 2PN 
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ACTION TEST 



TARZAN 

Mam*. £t,M hd, i U H dw, joystick Or h«^ 



The chest-beating heTo has made it into pixels 
at tot And all for the best possible cause: 
rescuing Jane. By the lime you arrive she'll 
probably have rescued herself, but it's the 
thought that counts. Your task as the yodelLr.g 
apeman is to find seven coloured gemstones 
and return them to the chief of the tnbe 
holding jane hostage. 

You've got three days to complete the task, 
wbch isn't a lot when you have to go through 
what Tarzan does. The screen display is a 2D 



side-view but cleverly construct ec to give 
foreground scenery in silhouette and back- 
ground scenery in full colour. In between is 
where? the? action takes place You Can ran and 

somersault around but will encounter many 
problems. 




SECOND OPINION 
As soon as the game has loaded, you are 
treated so an easily recognisable melody 
- ifs the theme tone to Taman (What 
else!' you irughi say) and very nice too. It 
is colooiM, enjoyable and humourous. 
Fm tiot sure whether Tarzan is svppoo&d 
to be it Morris daneer; he veitimly seems 
to throw himself around wh&n lighting. 

RpM 



you've got to work out what to do with them 
For instance a rope will help you swing across 
a pit. 

There are some rcce touches in the game like 
the scenery and the puzzling- 1 found live 
fighting gets on your nerves, but n s there to 
make things tougher The music is good, and 
you'll need to like H because it plays through- 
out the game, and the game is going to take 
a lot of solving, BW 

FIRST-DAY TARGET SCORE 

1 gemstonc 
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There are snakes and lions roaming the 
jungle, They lose you time if you hit them. Even 
more serious is being crawled on by a spider 
which really eats up the time left. Another 
danger is spears thrown from the edges of the 
screen. These dangers have to be ducked or 
jumped. You can fight with a native who comes 
onto the screen, since you cant go over or 
under him. Enough punches and hell fly off 
screen. 

The adventure element of the game is quite 
tough: there are several objects to be found 
and used in your quest- Finding them is tough 
because of the jungle's dangers, but then 



> Attractive scenery* 

P- Night and day lighting. 

► Good mix of arcade action and puzzles. 

>■ Easy to explore but tough 10 crack. 



SAL NEWS 


► Fighting can become tedious, 

► May he too hard. 


GRAPHICS 


36% 
68% 
30% 
72% 
11% 




SONIC S 


GRAB FACTOR 


STAVING POWER 


A A RATING 



ANNALS OF ROME 

PSS.£lltf cms, 1 17,95 dMc. joystick or keys 



Survival of the Roman Empire is the name of 
the game. Annals of Some is a strategy game 
in which you deplete commanders and sol- 
diers to different areas of the globe. They must 
crush rebellion and fight wars to ensure the 
growth of almighty Rome, 



GREEN SCREEN VIEW 

Visible to the very last cenrury. 








GOOD N E 
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;oom$. generally causing mayhem, collecting 
objects and annoying his babysitter Alfred. 

While collecting objects in buckets, Valentin 
must run from Alfred. If he is caught, a good 
beating is what he will get. 



I GRAPHICS, 



SONICS 



GRAB FACTOR 



[STAf ING POWER 



A A RATING 



your way through Graphically very similar to 
Panzadrone; you will have to use all your might 
to battle through the Xarojon defense system. 
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► Tough shoot-envup exploration task. 

► Vivid colours. 
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► Horrid blocky graphics, 

*• You will need rumble fingers to use 

keyboard. 

►■ Wishy-washy sound , 



► Will take many nights to win this ene. 

► Careful planning is necessary to suc- 
ceed. 

► Lots of strategy and thought required. 



► Very colourful detailed graphics. 

► Hilarious cartoon-like characters. 

► When Valentin is being punished, youTJ 
be in stitches. 

* Alfred's facial expression* are riotous. 
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► The odd beep Is the only sound you'll 
hear. 

► £13 is a bit ranch. 



GRAPHICS i 



SONICS 



GRAB FACTOR 



SIAY1NG POWER 



A A RATING 




BAD HEW 
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>■ Why only 30 rooms? 


GREEN SCREEN VIEW 

AU vsible 







GRAPHICS 


43% 

47% 
5Z% 
54% 
52% 


I 


SONICS 


GRAB FACTOR 


STAVING POWER 


A A RATING 



ONE 

Intogramei, ft.VS «si, £.14.9*5 disk, pyttkk or keyi 



A cute Valentin has to bo guided through 30 
72 AM5TRAD ACTION itat-ud. m*I- 



XARQ 

Electric Drawn, £f.« c*ss h il4.99 dirt, jsptitk 
arfewi 



tn your hi-speed hydraboat you must enter 
Xarq and flood the Zimmerman Trenches. 
There is a fortress of silicon and steel to blast 



ASTERIX 

Mdbaurnt Hoira. iM£ caw. joyrtkk or keys 



True to Melbourne Houses style, Asterut is a 
b^sr- em-isp- style game- Obelix accidentally 
shatters the magic cauldron, sending pieces 
flying You (as Asterix) and Obelix must find 
ail the pieces and bring them back to the 
village. While searching, you will encounter 
Romans and wild boar, which must be fought 
off. 



GREEN SCREEN VIEW 

M is visible* 



ACTION TEST 



| GRAPHICS 
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GRAB f ACTOfl 



[STAYING POWER 



A A RATING 
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51% 
6t% 
53% 
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P- Nice to see Astern on the computer 

screen,. 

P Large colourful sprites resembling those 

mi conquerable cartoon Gaols. 
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► Fighting scenes ue a joke: they Jump up 
and down like the highland fling, 

► Awful flickering at the beat of times 

*■ Occasionally half a character will disap- 
eat and nOl re I urn for a loooonng time. 

► Collision detection is virtually non-exist- 
ent. 



THE GREAT ESCAPE 

Ottin, £0.95 cut., joystick or (f*ys 



Yon Take the role of a prisoner of war trying 

to get free. By analysing the bell routines arid 
the guard patrol system, it is possible to work 
on" an escape routine Many items will be 
found on the way. either helping or hindering 
wgix If you don 'i make it, its a frog-march info 
solitary confinement 
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► Nice effect of flag moving up and down 
pole to indicate camp status 

I*- Enjoyable game if graphics are ignored. 

► Novel concept. 
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► Horrendous jerky scrolling. 
P Pitiful graphics. 



GREEN SCREEN VIEW 
Colour is nott-axistens; green screen is 
GtpiaSr btsnk bm dear. 



GRAPHICS 



SONICS 



CRAB FACTOR! 



STAVING POWER 
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DEFCOM 

Quktoilva, i$9$ tut, £14,95 disfc. joystick w keys 



Earth is threatened once more; invading aliens 
have taken over the defence satellites turning 
them into deadly weapons. Up you go in your 
trusty fighter, orbiting the Earth. You must 
blast the aliens then move on to the satellites 
destroy them before it's too late. 
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► Music is (he best part of the game. 
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► Colour has been sparingly used. 
P Some awfully basic shapes for your 
fighter and alien ships. 
P Movement is awkward. 
P Boring and repetitive'. 
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44% 
73% 

38% 
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ELEVATOR ACTION 

Qukksihra, £8.vS cassette, joyitkic or ktjs 



He member Mission Ele'satoi? Well, this offer- 
atc/ from Qmeksilva is very similar. The game 
involves you guiding Agent Otto through all 
red doors to the bottom of the building: this 
can be accomplished by either climbing down 
stairs or using lifts. Otto can k:ck, shool, duck r 
run and jump his way out of trouble - this is 
necessary as gangsters stalk the corridors. 
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► Colourful and detailed graphics. 
P* Melodious tune to accompany your trav- 
els. 
P Dying is rather spectacular. 



S 
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P Too similar to Mission Elevator. 
P The gangsters can be a handful 



GREEN SCREEN VIEW 
Going up or gomgdown? Yep, a's a$ 
cfo*r. 
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74% 
61% 


SONICS 


GRAB FACTOR 






STAY NG POWER 


(19% 






A A RATING 


67% 



BREAKTHRU 

US Gold, rt.95 <ass, 1I4.9S disk, joystick or keys 



You are miles behind enemy lines. Your 
mission is to retrieve PK430, a revohitionary 
fighter. Your equipment is the world's most 
sophisticated armed vehicle. Traveling over 
mountains, bridges, and prairies you will 
encounter minefields, landslides, rockfalis. 
flamflthrowet tanks and armoiirmed fighting 
vehicles You must break through. 



GREEN SCREEN VIEW 

Certain parts of the scenery loss out, but 
on the whole it's visible 
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p Lots of different enemy. 
P Variety of scenery. 
P Good for a quick blast. 
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P Pathetic collision detection. 
P- Sound effects will make yon ill. 
P Gameplay is very frustrating, 
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62% 
43% 

56% 

53% 



m$mM 



W383$ 





B&^^iMtah^ AMSTRAD ACTION 23 




Bob Wade checks out your tips, pokes and game- 
busting ploys. The best ones could win a entire issue's 
A A Raves! So why not send YOUR latest gem to: Cheat 
Mode, Amstrad Action, Somerton, Somerset, TAT1 
5AH. 
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Herbert's Dummy 
Run 

Remember Phil Howard's poke for 
the Mikio-Gen game that got lost 
a ffcw montlis back? Well lio sen) 
ii ;in again, and this lime we prom- 
ise it's correct. Entered using Me- 
thod 1, 11 gives infinite lives, 
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Nicholas Fam of Rugby has dene 
aome delightful i lungs to the disk 
version of the Imagine stab-em-up. 
just type in the poke and nut it. 
When prompted for a number 
type in one of these CGmbir.ations 
followed by pressing the Enter 
key. Type fhem in as shown with 
the comma separating the two 
parts. 

Charlie Chaplin-style movement 

BO, 19 

You are invisible 1 6 , F 1 

Start, abort and restart to move 
along top of screen 03,D8 

Send baddies to bed IF, it d 

No character detection 25,3B 
Fast game 2 5, OB 

Infinite bazookas if you have them 
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No sound 



14,34 Wi 
0A,F1 



1 'Green Beret Jist 

2 'Amstrdd Action Feb ft? 
ID NEH0R1 43000 
23 LQAB"beret.om",£3EtE 
33 POKE £BC5F,U3 
43 POKE &e:6D,&50 
S3 POKE &BCG1,£8F 
60 INPUT 1 ' Enter the ij«ber 

you van- M ;at,!>S 
70 POKE I8F50,KZ1 

90 poke SB*>i,vAU"i"+btl 
90 POKE IB?5MU("S"+»S) 
100 POKE 63-53,55* 

110 I? b£="3V "*EN t=0 

ELSE t=SC9 
120 POKE 8BF54,t 
130 POKE 8BF55,IC9 
140 CALL 83ECE 

; (ft %***., 

74 AMSTRAD ACTION 5* ^m*-* *,* ■!»_ 
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1 'Herbert's Oiinny Run 

2 'Aid'jij Action Feb 87 
10 DATA 2l,0Md,36 
15 DATA 00, c3, 03, 01 
20 HEflORr &1FFF 
50 FOR <=«BI0! TO 4BE0A 
40 REM B$ 

50 POKE ^VALCi-taS) 
60 NEXT 

j ?0 LOAD* 1 ' 
SO PtKE s2030,lflE 
90 CALL 62000 
" 100 KODE I 
1T0 PftlHT"Put Trailt.aier 
disk in drive A then hit 
' a key- 
US WHILE IHKEYS="":KENO 
120 s=£4091 
130 If it=1 THEN RESTORE 

180:G0SLB 17fJ 
U0 IF i" = 1 THEN RESTORE 

190:G0SUB '70 
150 RESTORE 200:GOSU8 170 
160 *=£S000: RESTORE 210 
j 165 60SUB 170; CALL (S00D 
< 170 READ at 
175 IF aSo"**- THEN POKE 
x y VALri u *sl):iiM+1: 
GOTO 170 ELSE RETURN 
' U0 DATA 21,00,30,23,21, 
22, ki 
1*0 DATA 5e, 00, 32,50, 73, 
it 
' 200 DATA c3,Q3,Qi,ii 
| 210 1>ATA 21,00,40,11,20, 

O3,01,00,O1,ed,bO 
! 220 &ATA 21,2f,RO,3*,*4, 
77,cd,d4,be,79 
230 DATA 31,80,22,21 ,«0, 

21,00,01,11,00,00 
340 DATA 0*,41, 61,21,80, 
?1,?f, 03, 22,82,01 
250 DATA c3,-33,0t,xx 
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Ikari Warriors 

Nicholas Green of Leatherhead 
has son* invaluable advice for 
Elite's latest bomb-and-shoot* 
envup. 

The section leading up to the 
first tank is probably one of the 
trickiest in the gamp. Grenade and 
shoot Frequently. Bullets are easily 
replenished by picking up sup- 
plies. Always slow down to kill 
green soldiers these cany sup- 
plies which you can pick up. 
When you come to the pillbox, 
stand below it and slightly off- 
centre, then grenade it. 

When you're in the lank don't 
waste bombs - just run over moat 
soldiers. If The tank is hit and starts 
to flash, get out as soon as possible 
by holding the fire button down 
and move well away from it. To 
blow up an enemy tank stand out 
of its filing range about an inch 
from the edge of the screen. Fire 
a grenade as the lank moves 
across the screen and move up 
with it IF the tank Fires in line with 
you. quickly move down again 

When a helicopter arrives 
keep firing grenades and walk 
forward in line with it. When 
crossing water keep well away 
from the blue blobs because they 
kill even when you aren't touching 
them. You can shoot them only 
when they appear or disappear at 
the edge of the screen. 

On the final bhie-and-yellow 
section the small box-like things 
have no function- Bui be careful of 
the helicopters. On the barracks 
you should pick oft the men before 
advancing through the cleared 
area. Try to take on bazooka lurens 
from the side as they always Fire 
down the screen, but with a Jong 
range. 

Stay out of the water as much 
as possible: you move slower and 
are therefore more vulnerable. At 
The end you get a million points 
and start again from the beginning 
with seven lives, Keep away from 
the edges of the screen because 
enemy soldiers can blunder aim- 
lessly into you, giving you no time 

to read. 





CHEAT MODE 
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"The solution to (his very enjoy- 
able game comes from Kenneth 
Bamford of New Olhmon. U tells 
you everything you need to do, 
but you may still find a problem 
or two in actually carrying out 
the task*. 

Con of Worms: Easy peesy 
(his one, Si tnply qe: the can from 
the room |usl left of lha Start. Then 
go and open the trap door and fill 
it with worms. Watch out for Dnitt 
- he doesn't give you much chance 
to get them! 

Fried Eggs: Not too hard. Get 

• th(? pan Item the Same room as 
■ the can and take ti 10 the room just 

* right of the start. Drop it in front 
I of ihe stairs, go back to the can 



room and lip up lha wicker basket 
to reveal the bullet . Take this and 
pur ft next to ihe trap door. Open 
[he trap door and lei the bird o-.n 
If another erealure starts to ap- 
pear, close the door quickly and 
try again. 

Once the bird is out, put the 
bullet on the trap door and wait 
for the bird to come back. As it 
passes over the door, open and 
close it very quickly, stunning the 
hird. Run to the pan and the bird 
will lay an egg - caxh it. Repeat 
this four times and then place the 
pan on the small Stove until it 
flashes, then send it up. 

Eyeball Crush: It's a good 
idea to try lo set this up before- 



i ' -* **V ."*•' 

hand. It's not hard but cakes a Jot 
of rimo to do. First paant the eye- 
ball seeds in the plani pots in tho 
far raorn up the stairs Then push 
the vat up to the ledge in the room 
where it's found Wait unrJ the 
eyeballs drop off the plants and 
put l hem in the val by dropping 
them from lite ledge oboue it. 

Push the vat just to the right 
of the trap door Gei (he bottle 
from i he room where the vat was 
and pl^Ce it under the pipe lead- 
ing from the bottom of the vat. Iiet 
the bouncing creature with boots 
on out of the trap door. If the vat 
is to the right place the crush will 
be bottled; if not, see where the 
creature bounces and push the vat 
to that spot. 

Boiled Slimies Again it's a 
good idea lo have this one ready- 
planned because it's the hardest 
and most time consuming Gat ihe 
cauldron from l lie can room and 
push it to the same place as you 
put (he pan for ihe eggs. Go to the 
only room downstairs and get the 
*i 1 1 1 n i r ! ft one by one. Drop them into 
the cauldron by climbing the stairs 
and dropping them intp it from 



above, ' "' 

Let out the fere-breathing 
creature. Go and stand right in 
front of Hie cauldron. Wan until 
the creature is about to breathe 
fire at you and then move away. 
While its spinning around, move 
back in from of the cauldron and 
Tepeat the action about seven 
times, Go to rhn weight and lift it 
to the top, then move up one at«p. 
The lift has a pressure-pad; as 
soon as the creature comes under 
it it will be destroyed. Quickly 
push the cauldron onto the dumb- 
waiter and send i( up. 

Clearing Up: You have to be 
playing Superberk level to do this- 
When you get here, everything 
has to be got rid of. You can crush 
:hinqE- under Ihe weight or send 
chem down lite trap door. When 
you've finished send the lift up and 
a safe comes down. Push it under 
the weight and hey presto.. . 

General Tip; When you open 
the irap door watch out for the 
ghost, because it's very irritating. 
To gat rid of it pick up a worm 
and walk sr.to it. 
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Having troublo with the teteport 
system? Well, Gerard Fazakerley 
from Liverpool has lira answer. 

Pfymat &?se rfsstinatiosis: 

left Middte Right 

Ml 2 3 i 

ZubZ 1 3 3 

Zub3 1 3 4 

Zub4 6 5 3 

ZubS 4 6 7 

M6 3 4 5 

Zub7 B 9 6 

Zubfl 7 9 7 

Eubfi 7 10 3 

Zuh 10 9 9 9 

If you're uncertain whether 
the next base is upper right or left. 
always travel to the left when 
tryinq to get your bearings. Crash- 
ing into (he- barrier at lef'. means 




.Poire methods 



you can stay on the platform, 
whereas you fall off at the right. 

If you're further along the left 
side of the screen, ensure (hat 
you're pointing Id the right for 
firing, as the aliens come down 
from the centra. The reverse obvi- 
ously applies when you're on the 
right. It's far easier lo get into a 
safe position to shoot the aliens by 
waiting for them lo come lo you, 
Single touches allows correct posi- 
tioning on the platform. 

Before making the last leap 
onto the transporter, check your 
life indicator. If it's considerably 
above the gun then carry on but 
if if a only just above it then reduce 
en-orgy a. hu so chat you can get 
extra power pills at the end of the 
level. 




Here is how to input (he major- 
ity of Cheat Mods pokes. The 
instructions for «ach poko loll 
you which of the two different 
methods to use. If you have a 
664 or 6 128, you'll have to type 
■ i . '. ■ before typhi g e ither , 

Method 1 

Make sure that you've re- 
wound the game lape to the 
beginning. Now type in the 
poke haling Then type RUN 
and press ihe t'ntcr key. 
(Don't Use the key marked 
CTRL or Control; thai would 
stop the poke from working.) 
Press the Play key on rho cass 
ette deck, and then any key on 
the main keyboard - the 
spacebar will do nicely. The 
tape should now start to play 
through in the normal way. 

Method 2 

Foi this method, you have lo 
skip the first bit of the game 
program.^ 



To do that, start by re 
winding the game tape to (he 
beginning. Now type in the 
listing. 

Thon type CAT and press 
Enter. Start the tape by piess- 
ing Play and then any key. 
Then watrh the screen. 

Allot a little While you'll 
get (he message 

Filti i '<! S- Mti f '» I 'lit b I oc * l 
It doesn't nutter what lite som- 
ething actually is; this will vary 
from one game lo another. If 
the instructions with the poke 
jusl (ell you to skip che first 
block, you should slop the 
tape here. 

If the instructions toll you 
to skip several things, stop the 
tape when the r-ui.iuj mes- 
sage cornea up for the last 
thing you're trying to skip. 

Once you've stopped the- 
tape. pre»3 Escape, typo FiUIN 
and press Enter. Now press 
Play on the tapedeck and any 
key on the keyboard (o star) 
the tape i mining. 
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CHEAT MODE 







February winners and March challenges 



Roger Payne of Aleester has com* 
up with infinite time and inv-jlnera- 
biliTy for the Audiogenic piatform 
game, making it more than easy. 
Enter using Method 2 to skip the 
first block called TAPE. 

1 ■ Cafltriptic-r 

2 , 'M«tr«d Action Feg 87 
10 0PES0UT"d" 

20 h=HIHEM;M£M(m 1999 

30 CLPSEOUT 

AC MODE 1;INK 0,0;BOME* G 

43 lU 1,12,24:INK 2/0/0 

W INK 3,0:SPEE0 INK 8,8 

5C LQCATS U,i;FEI 1 

52 PRlNf'toiUcS'.-on" 

54 LOCATE 16, 10:PEN 2 

5i PRI^T'Loading" 

60 LDC4TE 5,15:FEN 3 

62 L0A»"i":.CALL 28650 

64 LD4&"! 

70 POKE 85C£3,0:P0KE 

fi5CE4,0:P0KE SHCijO 

80 POKE 55CE6,0;P0KE 

85tE7,0iF0KE t5CE8,Q 

ent i,se,-2,i,4M/i 

M E'Jtf t ,14,-1,4 

100 EMT 2,180,-100,1 

105 EIV 2,15,-1,12 

110 ENT J, 5,90,1 

T1S EW 3,1,0,5 

120 E^f 4,220,90,1 

125 E1IV 4,10,-1,22 

130 ENT 5,220,-99," 

135 EW 5,11,-1,20 

UC ENT 6,2,100,1 

145 ENV 6,1,-1,2 

150 ENT 7,150,22,2 

155 EUV 7,75,-1,4 

160 HIT £,550,20,1 

165 EHV 8,15,-1,10 

170 ENT 9,1,1,40 

175 EW ?,8,-1,5 

180 C4LL 23700 



50 



1 'Cencraptior 

2 "Amstrari" A;tior Feb 37 
10 OPESOUV'd" 
20 t-HiNEM:HEtif>Hr 1999 
30 CL0SE0UT 
t0 MODE 1:IHK 0,0 

5G BQftbEft 

40 INK f ,12,24 

70 IMC 2,23,10 

80 [NX 3^0; SPEED IhK 8,8 

90 LOCATE 1 4,6: FEN 1 

100 PClKT'cojitrap: icr" 

110 LOCATE *6,i0:PEN Z 

12fl PRIMT"Loadirg" 

130 LOCATE 5/5;PE* I 

HO LDA&" J ,1 :CALL 28650 

150 LOAD" J" 

160 POKE N5(S3,0 

170 POKE B5[s4,C 

180 POKE 85CE5/0 

190 POKE 85 t £4,0 

200 POKE ftSCE7>0 

210 poke as c=a,o 

220 ENT 1,50,-2,1,40,4,1 

230 ENV 1,14,-1,6 

2^0 ENT 2/80,-100,1 

250 ENV 2/5, -',12 

?60 ENT 3/5,90,1 

270 ENV J, ",0,5 

280 ENT 4,220,90,1 

290 ENV 4/0, ',22 

3DD ENT 5,220,-99,1 

310 ENV 5/1,-1,20 

320 ENT 4,2/00/ 

330 £NV 6/, -■/ 

5i0 ENT 7/50,22,2 

350 ENV 7,75,-1,4 

540 INT 8/50,20/ 

370 ENV 8/5,-*, 10 

380 ENT 9//, 40 

390 ENV 9,8,-1,5 
400 CALL 23700 
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Several regulars have dor.e the 
business this month and deserv- 
edly got themselves prises. 
Pride of placa goes so Tony 
Hoyle for lus Traiiblazei and 
Daozndark pokes. 

The rowers up are: Nicho- 
las Pa vis fox his Green Ber&fi- 
poke, Peter Featherstone for 
his Lightforcs poke, Kenneth 
Bamford for his Trxp Donr rirjs. 
Ian Curry (or his Back !o Real' 
ily map, ar.d Phil Howard for 
his Hghtforce and Herbert's 
Dummy Suit pokes. 

One prize that won't be 
going out is-, that l"or Richard 
Farley for the: infiltrator tips in 
last issue. They are the same, 
word for word, as those printed 
in another magazine. HI remmd 
you again that this sort of thing 



is an infringement of the copy- 
right laws and you're doing 
nobody any t&yours by indulg- 
ing in it. W» can't check every 
Other magazine ourselves, but 
if we do discover copying it will 
end up in the hx where rubbish 
belongs. Maybe I'll start send- 
ing Out letter bombs as p^?.fls 
to the woist offenders. 

Once agau*, we're setting 
you some devilishly difficult 
challenges: 

► A map of Firelord. 

►■ Infinite- flante polte for 
Tbanatos. 

► R. playing guide for 
StartflideF- 

p- Infiniie-Etzeitgth poke for 

Gauntlet, 

¥- A playing guide for Aliens. 



Timothy Dowd from Formby has 
finished the third put of the 
game. Hen's his dramatic solu- 
tion. 

After loading the game you're 
asked the name of the warehouse; 
answer Tipfree". YoniT! find your- 
self at "lie rap left corner of the 
screen, your in si objective- bo'j.g 
to clear the warehouse of Russian 
soldiers. Examine your machine- 
gun to make sure it works, then 
move east and set up your booby- 
trap. Move west Then south. Now 
you have to kill the Russian cap- 
taint Drop the screwdriver and 
you find yourself hiding *n the 
shadows. The captain comes out 
with his small pistol and you 
sneeze (well-timed, em"! it? He 
comes closer and you're left to 
son hirr, put Cei your knife out 
and use a. 

?:dk the screwdriver up. 
move east and use your grenade 
- just look at the mess you make. 
The boobytrap you set goes off. 
you sneak into rhft room and find 
a soldier looking for has gun Use 
yours first. Move east and use your 
wueewtere to shut off the alarm, 
iher, north and blasi the door off 
with your shotgun. 

You're In a room with a filing 
cabinet Use the shotgun again and 
you go east to a room with another 
cabinet. Use the shotgun again and 
you came to a third cabinet, If you 
use your geiger-oountcr ji goes 
bananas This is obviously Ihe 
room wuh the nuke, so look 
among your icons for a numeric 
keypad. The coda is 13051937, 
after the date discovered hi pan 
two. 

Use the screwdriver to lake 
the plate off. book and you see 
three coloured buttons - press 
red, yellow and then green Now 
you have to hiiriy, change icons 



and use 



TOTir W-JCt 



ittei 



cut the 



Terra Cognita 

IA Steverson of Sleaford has come 
up wi:h infinite lives for the Code- 
masters budget game Entei it 
using Method 2 lo slap the fust 
block called TERRA-COGNTTA. 



1 'lerr* Cogni ta 

2 ' Aist'ad Act- on Fen 87 
10 OPENftUT "d":NE10fty 999 
20 IKK G,3e:BOR0EB 9 
30 tNK 1,0:K0bE 2 
40 LOAD"!", 8 COCO 

so LOArr'/oflQ 

60 POKE &mE,G 
70 L0A&"! ',2GCCC 

80 CALL ;0C4 



f)1 



f 



/ 



i 
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CHEAT MODE 



TRAILBLAZER 




Tony Hoyle of Si Annes has done 


be, i-sptiere, 5»heUcQPt 


120 x=84031 


a lovely job on the Gremlin game, 


tr, 6'tlnqg, 7"gre«lin) M 


150 ;r jt?i then ftEsrose 


making use of an intentional cheat 


SO INPUT spr-te 


13C:GQ5UB 170 


mcde and throwing in two oF his 


60 If spr' : te<0 OR spri te 


140 IF t.jal TNFN RESTORE 


own. The poke allows you to 


>? THEN 40 


190:G0SUB 170 


choose several sprites and types 


70 PKIKT:PRINT 


150 RESTORE 20C:GC-SUB 1 70 


of track , as well as to have infinite 


7? INPUT' In finite till 


160 ^83QQQ:RES'CRE 2'0 


time and jumps. Just typo it in. and 


(WWiMi 


165 G0SUB I70:C*LL 68030 


nw it with the game disk in the 


74 (|=UPP£Rl(tS) 


1?0 REftv 9* 


drive. 


76 IF rS^'V THFK 1 f = 1 


175 IF •*<>"* a" THEN POKE 




FISE If tl="N" THEN 


x,VAL<"S -, 4 3 $; ^-si + l ;G0T0 




I C ELSE GOTO rO 


170 ELSE RETURN 




SO PRIWT;Pt?!NT 


1B0 DATA 21, 00, 00, 22, 2f, 


1 'Trai Ibla-ier 


82 ;WP ; JT"lnftr.T-e \w?S 


22, in 


I 'Amtrad Actio Feb 87 


(r7M>?\t* 


190 0*TA 5e, 00,32,50,23, 


10 mn l 


U t* s UPPE»*(tJ) 


it 


20 PRINT'Traek?" 


86 IF tS-"Y H -HEN 


200 DATA t J, 00,04, x* 


25 PRInT'lOiflonul, l=tur 


EiSE IF tS = "h" "HEN 


210 DATA r>,QQ,/iO,11,20, 


ved, 2=crt>88td, 3=bndge 


"=0 E.SE GO - 60 


0J,01,0D,0'f,ec,bO 


d)'':INPLT trie* 


90 POKE 840110,64* track 


220 &ATA 21,2f,80,3e,84, 


3D IF :racx<0 OR t-a;K>3 


+spri t e 


77,cd,j4,hc,?v,32 


T HtN K 


ioo nm i 


230 DA;4 31,GO,22,2f,80, 


40 PHlKTiPRlNT 


110 PRlNf'Put Tri'ilalazer 


21,00,01,11,00,00 


M PRIHT H S(»rtt« 11 


disk in drive A tnen hi t 


240 DATA 0e,41,ctt,2f,80, 


44 PRlN T "(0=bsU, 1-spr-i 


a key" 


21,21,03,22,82,01 


% r ?=sp»ct inviacer, 3-cj 


112 VHILC lNKEU=":ttEN0 


250 DATA c3,C0,0l,xx 



Doomdark's Revenge 

Tony Hoylft of St Amies has com- 
pleted a challenge and given you 
control ovei all 129 characters in 
tho gome. Use. Method 1. When 
you select a character in the ganw 
you'll have all 12B to choose from. 
And it will never go dark - an 
infinite daylight poke. 



1 


Doomdar ■: ' ; 


Revenge 


I 


Amst 


jd *;. 


i or Feb 87 


10 


MEM0RV ST7F F 


15 


LOAD 1 


'dtM" 


61100 


i 20 POKE 


81859 





25 


P0<E 


J18SA 


&BE 


3C 


x=SBEQ0 




40 


REM 


al 




45 


IF ai 


to"**' 


THEN .=0KE n 


jVALC* 1 


1 4 aS > : j 


-x + 1 :C0T0 30 


50 


CALL 


sieoo 




60 DATA 


3*,00j 


32,06,9b,21 


/o 


DATA 


H,3e, 


22,9t>,91,3e 


&0 


DATA 


t9,3? ( 


9d,91,c3,SQ 







A real treat for owners of FTL's 
shoot-envup two tape pokes and 
one lot the disk Peter Feather- 
stone of Leeds has produced a 
poke for the- cassette version that 
gives infinite lives and invulnera- 
bility (lines 100 and 1 ICJ. RpM then 
converted it to work with the disk 
version. Enter the tape poke using 
Method 1. The disk poke you jus* 
type in. save onto the game disk 
and run. « 



Disk poke 



i% 



t 



10 
20 
30 

40 

15 

50 
60 
70 

ac 

90 
100 

no 

120 



A.istrad Act 
QPENOlir-r": 
"jJE 1;LOA0 

-U41 
»E*D a$ 

1,YAL( 
t 

C5»0 

21,38, 

tD,7A, 

DATA 36,00, 

DATA £9,DE 



POKE 

NEXT 
CALL 
DATA 

DATA 



DATA 
DATA 



73, CD 
00,00 



Feo87 
H£N0«r 1500I 

"SI $: 
TO 1660 



1t,CD,83,BC 
Bt, 21, DA, 79 
21,87,79,36 
,FF,21,31 

,16, BO, 00 
,00, 19 



Tape poke 



1 'Lightfnrce 1 

2 ' Amstrad Action Feb 87 
10 HODE 1 

20 f-SBEOO 
30 READ a$ 
35 IF tf= n, 999" THEN 

GOTO 60 
40 POKE f,VALC"i n +aS> 
50 f = "f + 1 : GOTO 30 
60 QPENOUFi" 

65 HEHQRr &5&B 
70 LOAD"!" 

00 POKE (642,195 
83 POKE (643,0 

66 POKE 8644,190 
90 CALL 55DC 
100 DATA at, 32, da, 79 
110 DAT* 3e,c9,32,&7,79 
120 DATA Qt/ff, 21,31,71 
110 DATA cd,16,bd,999 



Meanwhile, Phil Legend-m- 
his-own -Assembler Howard of 

Mapperley has been rummaging 
around to find some lovely little 
pokes as well It not only gives 
you four bullets every time you 
press the lire button, but provides 
the Escape key as a pause key 
(restart with Enter) When you 
restart with the '-' key you gel an 
emra life. Use Method 1 . » 



1 ' Li grtt force 2 

2 'Aastrad Action Feb B7 
10 DAT« Q0,3e,ff,32,Ba, 

8a,3a,00,bt,3e,32 
»fcT* Q0,b*,fe,03,d8, 
af,32,00,be,3e,ef 
DATA 32,83,ea,c9,21, 
2b,7b,36,e3/23,36 
DATA 01,23,36,be,21 
30, 85, 36, cd, ll t 36 
DATA 33,33,36,be,:3, 
St,?3,3ft,42,td,1« 

60 UTA bb,28,18,3t,i2 ( 
cd,1e,nb,20,f9,S* 
DATA 12,td,1e,bb,20 ( 
0a^5e,lc,:d,'e,Db 
DATA 2M2fCd,dt ( 7S, 
id,fi9,8t,«9 
MODE HOPENOUT"!,": 
MEBSRY (500 

100 ¥'0;F0lf * = 1BELC 
TO 8BE55 

110 READ al 

112 i'VALCS'+J*) 

120 POKE w,i:y»y+8:NEXT 

130 IF yo&227D THEN PRINT 1 
1, !>ata e'rtf ! ,K :END 
L0AD"tijht-crce" 
POKE S642,St3 

160 POKE i&43,HA 

170 POKE 8644, 8BE 

ISO CALL SSDt 
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63 



90 
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Welcome to 1987 - any year that stairs off with no 
fewer than six full, unexpilgated pages of copy from 
the Cowled Crusader can % be all THA T bud! Especial- 
ly not when you get the lowdown on Silicon Dreams, 
go hunting for Apache Gold, fall through the ice in 
Winter Wonderland and gasp with horror as the Pilg 
sinks his teeth into Dracula! 

And if that's not enough for you (it won't be), 
there's a look back at 1986, in which the Pilg speaks 
his mind without restraint, and a look forward to the 
rest of this new year and the masterpieces it might 
offer us. So put away that pipe, Bilbo, and read on... 



Silicon Dreams 

Rainbrrd, £14/95 on J cassette, 01 ,?* diik 



OK, my friends, here's your starter for ten: 

What offers you "over 600 illustrations, over 13 million locations, 
a huge 1800-word vocabulary, ulrra-fast response times, a new 
language interpreter, multi-command sentences, type-ahead and 
multitasking? 

Answer: The latest press release from Rainbird Software. 

Yessir. this press release, in which Fainbud publicity merchants 
discuss their latest Level 9 blockbuster, Silicon Dreams, is so fraught 
with fact, so packed with detail, that it could almost be an adventure 
in itself fe this trilogy really that stupendous? Let s examine the 
record.., 

1. 'Over 600 illustrations' 

Yup, 'tis true, fellow Pilgs. The three games tally well over the 
600 mark altogether. However the Pilg's feelings about Level 9 
graphics are well known - I realty don't think they're tembly good. 
Level 9 argues that without them its games wouldn't get a look-in 
in the British market which has been dominated by piccies ever 
since the Hobbit. There's a grain of truth in this, but Infocom doesn i 
seem to have much trouble. Surely the answer is to polish up your 
adventure programming lechriques rasher than rely on second-rate 
graphics io sell a game. 

However, she pics are there, so no use moaning Even Snowball, 
originally a true Level 9 text-only classic, has been given the dubious 
blessing of graphic detail. Ah. well, plus ca change - but it's not 
the same, in my opinion, 

Z. 'Over 13 million locations 1 

OK, you guessed it. What this really means is over 13 million 
places to go'. And in case you're confused (you will be), there's a 
lot of difference between a place to go and a location. A location 
is a unique place with a unique description that has a character all 
of its own - be it a broom cupboard or the Casino in Worm in 
Paradise. 

So what's a place to go"* Well, in Worm in Paradise the luckless 
player must cope with the Eden transport system, which offers 
literally millions of destinations. Each of these destinations is 
colour -coded, but they don't offer you anything particularly different 
to all the others and certainly can't be considered as locations- The 
best guide to locations in this case is the number of graphics - 'over 
600' - since there's a piccy for every place. 

3. 'Huge 1300-word vocabulary' 

Yes, we'll let them have that one, though I'm tempted to think 
that a large number of word* included in this aren't going to help 
much with actually playing the game. If anyone who's cracked all 
three games could count the actual number of words needed to 




dream d«%e . Exit* are nort 

and west. D i as tic casin 
Vou are in *„?*. *ri «-» a 



teaks 



"•"•atf^SStS one c?ed, 
Uhat no** - ? ■ 



Worm "* ftrwftw. tbc ons 



.armed bar.dn D eektf« y°u i 



Ouisidc the casino m 

finish ihe game, Id reckon 

that it would be under 200, The remainder 

will either get you some form of That's just scenery* message, or 

be otherwise unproductive. Still, this is standard practice with 

adventures, so I'm not complaining. 

4. "Ultra-fast response times.' 

I didnl actually notice these while playing. I suppose that's 
because they were so quick. 

5. 'New language interpreter' 
More about this below. 

6. 'Multi -command sentences' 

I should think so too. This is 1937, not 1066. Even GAC gives 
you inuli i -command sentences. 

7. 'Type-ahead and multi-tasking'. 

If they hadn't bothered with the graphics, we wouldn't need the 
multi-tasking, which enables you to input text while the picture is 
drawing. Really, to call this multi-tasking (on an 6-bit machine like 
the Amstrad) is a bit much - all it does is make the computer first 
draw a bit of picture then check to see if you've typed anything, 
then draw another bit of picture. In other words, dare I say it, the 
program is running in some ways even slower than it would 
otherwise (just watch those piccies snuggle onto the screen). 
MdtHasking-schmasking, Level 0! 

No, fellow Pilgs, what's really important about this collection are the 
following points: first, you gel all three games in one wallop, which 
at the price is a good deal if you haven't got any of them. 
Second, you get WH RESTME, Rfrfl SAVE and 03PS (which enables 
you go back one move) at least you do on the 6138 - 1 wasn't able 
to check up on the 464 version. 

Thirdly, you get some enhanced location descriptions, Level 9 
has tafled up all three games somewhat, though on playing them I 
didn't really think that this had made any real improvement. The 
games were quite good enough as they were, epecially Sttawbal). 

More to the point, here is what you dont get. All those 
high-sounding features and reprogramming simply disguise the fact 
that these adventures are already beginning to look long in the 
tooth. They are programmed according to yesterday s rules. The 
'new language interpreter' simply does things like say That's just 
scenery if you ask about an otherwise irrelevant obiect thafs fust 
been printed in a location description. It still can't handle inputs 
invoivmq 
interaction with other characters, like m <I«9ERLEY, WHERE ARE WE? 

And that has to be the way forward with adventures. We Pilgs 
have had years collecting treasure and banting with Ores - now 
we'd like to do some good ol' interacting on the human-to-human 
level 

This package is a triumph of reduced-cost re-packaging. It's 
great value and I fully recommend it on thai basis. However, if T 
were Level 9, I wouldn't be releasing more than one new title in 
19ST. Yd be spending the rest of the tune changing my programming 
tactics, introducing interactive characters, taking advantage of the 
increased storage space on disks, and either abandoning or 
polishing up my graphics. 

Otherwise 1996 will be the year Level 9 goes under,,, 
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east, sooth 
ftfi exit 



The tin* is 
left. 



The three 
games ... 

Silicon Dreams is a trilogy of 
games concerning man's efforts 
to colonise the planet Eden. 
They all feature robots, hi tech 
gadcjetcry, and a certain 
amount of Level 9 
philosophising about mailers 
political and ecological. Each 
game has a unique character, 
from Snowball giving one of the 
best conceived Tm in a space- 
ship" scenarios ever, 
to Rotiirn 



re Eden's extraordinary wildlife, 
including a kleptomaniac parrot 
and same very odd plants. 

• The game that shrilled a thou- 
sand journalists when it was first 
released. Snowball was so pop- 
ular that it was even serialised 
in a major {but now defunct) 
weekly publication. As Kim 
Kimberley (female) you awake 
on board the giant spaceship 
Snowball to find thai the voyage 
to Eden, prospective new home 
for humanity, is going badly 
wrong. You have to set things 
right. 

SnowbaJl is a DHTICULT 
game. FSra you have to take 
careful note of the colour- coded 
locations, and secondly the act- 
ual shape of the ship itself 
makes mapping difficult. And 
some of the puzzles are fiend- 
ish. However, it's brilliantly de- 
signed and remains one of the 
milestones in Level 9's history 
as Britain's best adventure 
house. 

• Return to Eden has you strug- 
gling through the junglfi ro 
reach the city of Enoch, pre- 
pared in advance for the human 
colonists by robot 
constructors 




UnforTunately the defence ro- 
bots in the city have got the idea 
that the Snowball spaceship is 
an invader rather than the home 
of their new coionists, so good 
or Kim must leap into action 
once more and stop them de- 
stroying it. 

The game has some very 
enjoyable scenes especially 
in the Eden jungle. It also has 
a rather tricky beginning, in 
which you have been sentenced 
to death in error by your fellow 
colonics and must escape de- 
struction. Twill take most peop- 
le quite some time to work this 
one out... 

• Worm in Paradise is the most 



recent offering of the three. It's 
also the game where Clo start 
with, at ar.y rale) the reprO 
gramnung is least evident. The 
action takes place 1QQ years 
after the death of Kim Kimber- 
ley when you awake from an 
artifically induced dream iq find 
out that you've forgotten who 
you are. 

From being an out -of- work 
dnfter you must progress first 
to employment, and then to 
membership ot the ruling clas- 
ses. After that, whether or not 
you do anything to change the 
rather dismal life on Eden is up 
to you... 
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Apache Gold 

hwanifet, on Eui 



This is one of a new range of games brought out by Incentive, all 
of which have been created by the Graphic Adventure Creator, 
They have all been awarded the Medallion Adventure Award, which 
means thai Incentive reckons the/re pick of the pops How do they 
rate? 

Well, so-so. Apache Cold is quite good fun - you toddle around 
the country in your faithful wagon, hobnob with the Spirit in the Sky, 
pinch things from Indian wigwams, and even TALK to some crusty 
ol' frontiersmen There's a good sense of humour throughout the 
game that won'i have you m tils of laughter but keeps gameplay 
light'n'easy And the graphics are in some places excellent. 
certainly a shghi bit better than Level §'$, 

The weaknesses of the game are really the weaknesses of 
GAC The parse? doesn't tell yOU Which WOrd Iff having; troubie 
with, so entering EXAMINE QEWRT gets you the answer 'You see 
nothing special - . Maybe there ain't nothing special about a qewit, 
but if I enter EXAMINE WATER FALL, for example, and Tm told 
there's nothing special about it, T6 be mite bit miffed if I lafei found 
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out :hac Chat's because I should have typed EXAMINE WATERFALL. 
Tn other cases there's simply been some carelessness in 
trapping inputs. Ac one point, you're hanging from a branch above 
some rapids, Eniprinn JUMP INTO RAPIDS gets you the response 
WELL OK 




The desert Uitns out to SCRUBLANDS 
outside the entrance to an OLD RICKETS? 
TOWN known as "JAKESUXLX.E" . ft dust" 



ath leads EAST and th<? Desert is WEST 



ou can also see "DOCTOR DOT>GV ' S M 



5 

MIRACLE 

What 



U) 



CURE WftCON, "DOCTOR 
now then partner*?. 



DODGV 1 






Winter Wonderland 

Incentive, £7.95 cam 

Not content with hunting for Apache gold, Incentive is also busy 
investigating lost civilisations amid ihe snowcields of the frozen 
mountain ranges of Tibet, On a mission to check out the evidence 
for the aforesaid civilisation you come a-cropper in your plane and 
have to strike out on your own across some very inhospitable 
territory. 

Winter Wonderland! features the usual GAG format, though I 
didn't think the graphics were quite as good as Apache Gold. 
Perhaps that's because it's rather more difficult 10 draw convincing 
snowseapes than it is to draw wigwams. The puzzles in the fust pan 
of the game aren't that tricky either - once youVe learnt to avoid 
thin ice and mastered the use of a flare pistol 

There are the normal parsing disappointments here. Despite 
GACs ability to cope with complex inputs the game is only as good 
as the programmer and, for example, the input MAt sv. ■ 
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gets youths response ;UST IGX05E IT simply because the program 
was expecting WEAfl 3 HOW SHOES. Ah well 

Having found your way out of the srtowfieids and the neighbour- 
ing mountains you stumble across a Shangri-La -type city complete 
with hotel and receptionist CWeVe been expecting you...'). From 
there on the game lakes on a rather cosier aspect, but the pm; 
make up for this by getting somewhat tougher. 

Not bad, but then you axe paying £7.50 for A and 1 cant help 
feeling that (his game - and Apache Gold - shouldn't have been 
released at a considerably reduced price. GAG is a great utility and 
Incentive may justifiably regard' it as a license to prim money as 
well as a program to produce games, but in this case I don't think 
it's going ro pay off. 



Dracula 

CRL, £7,95 cassette 

This three-part "stunning masterpiece of gorhic terror' comes to you 
OOUZte8y of Rod Pike - who was responsible [or an earlier CftL title. 
TTfe Piigntn, The big deal here is that (heav«n knows how) CRL has 
managed to get the British Board of Film Censors to slap a 'IS 
certificate on the game - which means lhat anyone under IS car') 
buy w. 

Frankly, my immediate response here is that all the 'HT 
certificate means is that anyone under 15 is going to end up saving 
money for better things. If. however, you're over 15 and able to 
waste £8 f here's what you get.. 

The game comes on two cassettes and is split into three pans 
- called The First Night. Arrival, and The Hunt, The storyline as a 
whole follows Bram Stoker's original book fairly closely - a British 
solicitor is summoned to CasUe Dracula ro arrange for ihe transport 
of some soil from there to the UK, where a newly purchased house 
awaits it. On the way he stops at an inn (The first Night) where he 
has some nasty dreams before making the journey to the castie - 
from whsch he must later escape (The Arrival). 

Later Drac arrives in Blighty and gets biting, with the usual 
macabre side effec!s. until the forces of Good prevail... which all 
takes place m The Hun- 

The test descriptions in the game are long and vivid, though 
there are very few locations - part one. for example, has only six! 
Occasional nasty pics Dash up on the screen, which are meant to 
have anyone under IS screaming with terror. They're not really that 
gruesome - and even Jess so when seen on a green screen! Nor 
are there very many of them - 1 counted about ten in all and although 
1 may not have seen them all I doubt if there are many more. 

The text and the pics, however, are okay as far as they go - if 
a little hrruted. But the rest of the game is pretty diabolical - and I 
mean diabolically bad. not diabolically evil! 

First, the parser. This can cope with only two words and even 
then refuses to do basic I Ire tell you which word it doesn't 

understand. Instead it's back to due prehistoric You can't do thai 
and "I don't understand' responses when the program doesn't get 
what it w- 

This unhelpful attim. -etimes misleading. For example, 

if you ewer PUT KEY ROUND NECK, the program answers [ 4ACE &0NE 
THAT when iiv fact all U Las done is drop the key (PUT being taken 
as synonymous wiih MOP, and only two words scanned). At other 
times it's gust annoying. If you have a key to a door, you expect to 
be able to open it, even if it's closed and locked However, Dracula 
is one of those old-style programs that tries to make a big puzzle 
our of opening doors, so first you have lo UM 1 C < flCOS, then you 
Pave 10 OPEW &0uR, and then go through if After a while this sort of 
thing gets rather dull - though lo be fair on Dracula. a numbc 
other programs still insist on this tedious process. 

Other examples of parsing ir.epu'ude are understanding the 
input 1"0f COACH as meaning QUIT; or saying I 50 HOT HAVE A SOURCE 
Of IGNJ TiOS when asked to light a tamp and carrying a match The 
answer in the latter case is that you have to S'ftlKE NATCH first, but 
1 don'i dunk the program was being very clever (here. 

Not is it clever wtiBn right ai 9ie beginning you are confronted 
by an angry coachman. Your obvious ploy is lo pay him for the 
tourney, but a quick rNVESTufT'ieveals that you are carrying nothing 
of interest. However, you must presumably have money, because 
ing Plv COACHMAN sends him happily on his way and money. I 
would suggest, is of interest if it is used to solve a puzzle (albeit a 
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wAftface two 

N*l AMSTRAD MULTIPURPOSE INTERFACE with 

I ) FULLY AUTOMATIC, UNIVERSAL and PROFESSIONAL back-up facility 

to tape and disc for Amstrad CPC 464, 664 and 6128- 
2)MULTI TOOLKIT to study/ modify/ develop software/hardware 
3) SK RAM EXTENSION 4) RESET BUTTON for 'warm' reset 

All at an AMAZING PRICE of £46.951 

15 Hayland Close London MW9 0LH 
mUL TIF ACE TWO is UflliQ UE both m unbeatable value end features: 



GOLDEN 

SCREWDRIVER 

Award 




"AMVXNOVSV 



"Jt li tha only truly automatic back-up davica — tha program! mro RELOADED 
axaclly ■■ Ihay wara STOPPED am) SAVED, end, tha colour* and leund - no 
Dinar pariptiaral can RESTORE COLOURS AUTOMATICALLY and *<H*m 

program* will nor RELOAD &. RUN proparly than - 66WAHE.I and ui* 
MULTIFACE TWO amy. 

*Do*S «ior wsupy any pin u< lh« Am&Ltid PAN' ind raqw'flfA 
•fop aodiTbriftf taftwjiv» - Ms rmarftll A l£ ROM flnd 8K RA\n 
►STOPS ANVprOfrtrr, ANYTIME. Yuu Ctf? fuat PAV$£ Of SAVE er use MVL ,'! {QQLKIT, 

ntc. Programs /nil CfiN JMUF from she tows point vrfttff <nfJ RE TURN at REiOAO iiexr. 

tfrrit - tvtfYtHlnv is FVU * and AUTO MA TlCAilY ktSttOftSB. 
'MEW-OAIVFN. nlRy ERBOfi-T RAPP* D wi-ir* mmpLI joe one-iouch eoTt-iand* 

turning ronvftin; taAi in:o a luvial chdhMhio - All you need ic * ;* in pi,*h |h» jwiion 

SAVE - K> name a SAVE t p'Oflrarr 10 diK. taoa or tvypaftapa 

PET URN - lu CONTINUE t program «f:*i my operation. 

J UM P - not res r*l(*m bu t to JU M P to anpehiii matrass, say is you f Own routlnaa in ; lie SK 

RAW axteniian. 

TOOL - to 8<X«sjj WULTl TOOL KfF lOcKintl. 



•MUlT/fACE 3 j> EX7REM£ty.FASTkt btsthSAVlNC <J RELOADING HsMTELLtCFtir 
CQMPftfSStto'j ftf Ttfffgu rtWfl* ;i» iJfrrfldio* jtiJAm o ttesvdatif 64 K pteg'am retold 
iypicgVt -■» vp to ?0 SECOfftfS frftrr *tft DlAa/^iWnVeli tYtfe-fl-S fwJimf /Of per'- otpti! 
ttv&r 5 pvnirf 14- 4rcwi f^se r*fl inotF EfffCltNf CGMPflFSSittG Ht6 tetvUs ir. loini'riH 

sps:» used ti* rfij'c nrtape. 
"MULTI TOOLKIT is the only pxistiiifj ccimbinnllon of hirdwim and BOftWBT* 

tapkablc uf diaplayifig & modltylng EVERYTHING you may wiijfi to ki-xjvu nhfuit « 
prOfl'Prn and currant stata of compular Vao can PC EK' POKE tha anlin 
AMSTRAO contonta incl. outre 8K HAM, Z80 ragiatan, colduri, etc. Vou can 

■ ■nan a WflNtmw ind scroll throuoli 56 b\to trfoeki in dacimal, nan and avan 

ASCII rBpra»antjitinn lis. avarylninfl aaanaa tn<! to uvul m*M*y«», alcl wilh 
full on vera art editing. Ydu ^at INFO on icrMn mod a/ata rt *(W ra ■• , Imarrvpt 
medft, nG pt cnarjictara par Una, horirontal »ynt. p^ajlicin r lo^var and upptr 
RDM and RAM bank statu*. ROM type. ate. And ALL can ba chang*d . . . 

•COMPATIBLE ■n'Jil-i fi..|ji!rf'r?n ROMS. RAMS anil any oenef rtsirimf S 
•PLUGS 01REOTLY IfiM CPC 164. (Jb4. 6*2E - M n*« far ^utrts 
•S«v« PROGRAM A- a full £5-|in* SCREEM ONLY 
•THROUGH ■s-Kienjion BUS lof c*in ni><: n ny other pariDharab 



wAuforrj V/jO THE ESSENTIAL AMSTRAD CPC COMPANION 



Please send me a MULTIFACE TWO at C46.95 plus p&p-UK CI, 00. Europe C2.00. 0vei;eas C3..00 

I enclose a cheque/PO for C or debit my 53 laE No. 

Name & address .<., - , 



Card e*p 



R***WiiC t?«J«h 



LTfillSHaylandClose London NW&OLH®24hrs S E3 01-200 8870 AAJ 



"T?iectevere>st hardware device at present" Amstrad Action 



Shekhana Computer Services 



ORDER B V ACCESS AND VIS A CREDIT HQTUNE Ot-8(K)-4a43 (24 MRS) 
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ADVENTURE 



weak one). 

The text descriptions in this game are sometimes very good 
scary even, if you're of a nervous disposition. And some of the pics 
(full screen size) are good too. But as an adventure game produced 
at the end or 1966 it is frankly appalling, I remember playing games 
in 1963 that were better programmed than this and I am totally 
baffled at CRL's decision to market it. No wonder people wonder 
what adventuring s all about if they get landed with stuff like this 
a fervent sign of the cross should be made at anyone trying to flog 
you a copy. 



Lords and Ladies 
of Adventure 






Silicon 


Apache 


Winter 






Dreams 


Gold 


Wonderland 


Dracula 


Atmosphere 


85% 


;a% 


68% 


85% 


Interaction 


BZ% 


B5% 


55% 


45% 


Challenge 


w% 


5B% 


SS% 


50% 


AA-Rating 


8B% 


54% 


55% 


48% 
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Once more the roll-call of The brave and battle-weary is primed on 
these hallowed pages. Remember that should you fall upon the path, 
one of the following Lords and Ladies will be prepared to answer 
your call for help ... providing you send a stamped addressed 
envelope and forbear from phoning at anti- social hours! 

Unlike other magazines, the Pilg ensures that each month the 
list of Lords and Ladies is completely revised. If you've appeared 
on the list before and wish to reappear then you must reapply - 
and of course you should include an update of any games you've 
completed in the meantime. 

Just occasionally, the Pilg receives complaints about some of 
the Lords and Ladies who have failed in their duties. 1 should stress 
that this very rarely happens, but please make sure that you don't 
offer help on a game which you haven't properly oomplered 
yourself. That will ensure that only truly deserving heroes and 
heroines find their way into this column, and that any cry for help 
will be authoritatively answered 

Cattle Biaaktttar, Taitoanohnos. Eomst it the Worlds End 

Derek Roberts 40 Allen Grove, Stotaslcy, M!d«tlc*b»Bgh, Cleveland, TC9 SDB 

TenOtrBohl&s, Uzban Upstart, Rod Moot.. ClOiniins, WbWw.\ MarzpoiT. Dun Dareoh 
Lee Anthony. PO Box 424, AHtorno, CtwlnufonL E**ex, CM 3 61TR 

Tmh Kingdom Vilioy, llobbil. Halves ot Sam, Vvry Bto Ciire Adventure, Lends 
of Tiirm, Ce*tle of Ttitiot. Co&txsal Caves, Hu&, Sfctf&ftner of CUyrtiotyua Cast!*, 
Sored of tfte Rin<&, 0u#sf et (tie Holy &*il Atafc&arui Salt, Snowball. Hvttur. to 
Eden. Worm m Paradise, Ett\on!d His, Red Moon, Pties ofMapik. Setbase Debt. 
M;itdsiiadow, Ten Lfafe Inditvs. Gtrem Wxxmirks, Perseus and Andromeda. 
Escape /rem Pulsar 7, Grwrjir.p, Robot of Sherwood. Secret of Si Slides, Fourth 
Protocol. Pitxte AdmntttTn 
FhiJ Symonds. 2fl Goliath C3o» T RowKUtlKw, WjiI1Itmjtot< Surrey, SMfi 9HN 

Message from Andwnr,eda 

Stunt Whytc, S3 Ridge wav Eto>d, Tinparlty, ftltrinchani, Cheshire, WAlS THL 

till Level .9 .idvsntvtutt, Sam Free. Classic Advepwe. Forest at the Worlds Fjsd. 
fowefe ofBa&yi&n, Mirdshadow. Never Ending Stoiy, &>r, Smvgglois Cove, The 
Sotjgit Trwl of Arnold Blackwood. Castle BlacJcstw. Dun Bataeh. Heroes of Kant. 
Message from Ar.dionreda. Mordons Q-jest, Pro/ect Volcano. Seas of Blood Soals 
of Darken, The Habbn, Wazlatd 

fou Pan»ti. 78 Radipolc Lane. Weymouth. Dnisei, DT4 SRS. Tel: (0305) IS 
41 S5 

Mmdshadow, Never Etodrng Story, Espionage Island, The Hobbit, Price offgagik. 

Message Iron Andromeda. Heroes of Sam, Return to Eden 

Rod Dnnlop, 43 Sutherland Avenue, PollokshieldB. Glasgow, G4I 4ET 
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s c om pi|t;i t i o n 

WIN ATRIP FORTWO 




TO THE WORLD CHAMPIONSHIPS AT 

— — ^^^^^^ ^ ™« - — -■ ■ ■ ...» -. — ~.- _ " — ■ — ' — ■ — 



HERE'S YOUR CHANCE 
TO WIN A HOLIDAY 
OF A LIFETIME 

A ianta$tk week lor Iwo in Rome. 
Combine the excitement and spectacle 
of the World Athletics Championships 
with the Sights and pleasures of one of 
the world's most beautiful cities 





WORLD GAMES 

CBM6*12* Cu«?fre £9.9$ 

ArwJwd Cassette £8.99 

Spectrum 4#K Cassette LB.99 
Atari ST Disk £24.95 

Your Holiday includes 



Disk £14,99 
D«t £14.99 




Rome is a living vibrant museum with its. 
2000 year old past stamped all over its 
modern 20th century face. Visit the 
ancient Colosseum, scene of aihletic 
prowessof another civilisation. Gather 
with the crowds ounide rhe Vatican, 
waiting eagerly for Sunday morning 
blessing from the Pop?. Enjoy the 
hospitality- of a nation renowned for it's 
friendliness and tor living hie to the full, 
Rome is not all museums and history, 
its also a modern city overflowing with 
fashion, shopping and nightlife. From 
the moment you touch down to the time 
of your final departure your week will 
be crammed full with e*rir*>m*?nt and 



World Athletics 
Championships 87' 

I leld every four years the World Athletics 
champions hips rival the Olympics for 
their prestige and competitiveness. It is 
one of the few opportunities for athletes 
to gain worldwide ac.Lld.im and for 
uputtatorsUj enjoy history in the making. 

How to Enter 

Simply answer the three questions below 
and the three questions printed on the 
packaging of the game "World Ca mes" , 
complete the entry form and return all 
items to the address shown. !n the event 
of a tie break the most original com - 
pletion of (he caption, as determined 
bj the judges will be the winner. 



I he winning pri*e includes two air 
tickets to Rome, hotel accommodation 
for one week, two tickets for the World 
Championships plus £100 spending 
money. 

Runners-up Prizes 

The 2 r > runners-up will each receive 
copies of Supercycte and Winter Games 
for either the CB.M 64/1 29, Spectrum or 
Amstrad, 



run. 





RUNNERS-UP 
PRIZES ^ 



Competition 





RULES. 


i pbm 


•-pM i*-'vSc*SjrKlHfiiy.i 


r*rf£l tit' J hr 




, ... 


'■ >[ie"<IaT« to* 

:n ri« ill fV-lit— r F 

■ i^MWnfnr ^ btf cfocfJiilill* J i' 
• J cntn. "Win 


■Til be- j^LTneid 
MlR VI t*%n, *W( fit cTMmf.iDf* jpw- ■ i « 

--< -th' h^ nrt Ttj- *tr*M 

>-.,. -1 f^ ji-rJr Tr»p niqn 
- ■- ji jtUfcfc to 4hv* <^Urt ■* < A 1 
( i i in».>^r« ■ ; 1 - .-V v 
,- -H- '■ '-i -fl »rrt ■. i 'rir-;- 

r ti/% i^kk.h! <wi.n r f i*k j 

■ -TT JfJ IW- 
1 r ; |>- r fTMi 



Complete the questions jnd caption pHow together with the 



RUNNERS-UP 
PRIZES 



complclud questions from the packaging and relurn to the addre»> foeluw 
Alt entries must be received no later than 3 1st March 1987 



y Question I. How many hills ij. Rome buiil on 

/* Question 2. in whal year wj- the* Roman invasion of Hrit.iiri . 

^ Question 3. Who painted the pefiow-fied ceiling of the Sishw Chapel 



X Cdplio'i (complete in not moo; than 25 wontsi Rome is jtv appropriate venue for the World Games h+vauv 
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Name 



AgL* 



Addr 



Tel: 



My computer is- a 

U.S. Gold Ltd., Units 2 3 Hulfurd Way, HoHord, Birmingham Bfi TAX. Tel; 021 356 3386 
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Programming 
with the Pilg... 



>■ ■*■ 









In this first part of qui series on programming your own games h we 
lake a quick took inside an adventure program to see what's going 
on. Don't worry if you're hot an experienced hacker we'll start off 
very gently and if you're a dab hand wilh an assemble:, nave 
patience! Things will hot up as we go along... 

The Nitty Gritty... 

The best way to understand how an adventure program works is 
first to look at what's going on screen while we're actually playing 
it. The first thing you'll notice in any adventure, apart from the 
graphics [if there are any), is the location descriptions and the 
prompt - the "What now?" or Tell me what to do' massage which 
asks you to enter sornethmg- 

The next thing you'll notice crops up as soon as you start 
entering tilings. In some old games, entry is limited to a certain 
number of words, and m any adventure game there are going to 
be words or combinations of words thai the program doesn't 
understand. In these cases the computer tells the player if it doesn't 
understand his gr her entry, ff it does 'understand', it takes some 
action, prints a message, and then displays tha prompt again. This 
process of input and output continues throughout the game, so let's 
take a closer look at what's going on. 

Basically, an adventure program consists of a number of 
discrete components or program ■modules', each taking case o( a 
particular task. We'll look at these tasks in a moment. Associated 
with these modules are the data tables, blocks of data that hold 
information required by the program. The principal data tables are 
likely to be as, follows: 
1. The vocabulary table. 

This holds all the words understood by the program and will be 
subdivided into veTbs, nouns, objects, adjectives, adverbs and so on, 
1. Th» locations table. 
This holds all the location descriptions. 

3. The descriptions table. 

This holds descriptions of various characters and or ob;ects 

4. The !*«■■>«» table. 

Here are stored the different error and olher system messages, 
such as 1 don't under it and the word , .. and so on. 

There may be other tables, such as a table for character data, 
for example, bti these will do (or the moment. 

The most important thing about these data tables is not so much 
what they contain, but how they contain it - and it is at this; point 
I hat programming ceases to be simply a matter of chucking in data 
and writing a few routines- In an adventure game m particular the 
structure of the data - the manner in which it is stored and 
referenced is of prime importance 



We'll be looking at data structures in detail later. In fact, in 
some senses, litis whole series will be about them since the actual 
routines to drive the program are a doddle to write. Getting one's 
data structures right, ducky, is getting 90% towards an efficient 
game. 

For example, in our vocabulary table we don'l just need to enter 
the word KNIFE so ihat the program can recognise it - we also need 
to enter information about the knife, Similarly, in the locations table 
we need to store info about the geographical relationships between 
the different places as well as some vivid lines of text. We'll Stan 
looking at this next momth. 

Meanwhile, the way these modules and data tables are linked 
together may be represented dtagramaiically. Figure 1 shows a 
schematic block/flow diagram of a typical adventure program. The 
user interface contains the input routines and the display routines, 
which channel information between computer and player. Inputs 
are passed to the parser, which scans the words entered by the 
player. Setter by letter, and checks (hem against the vocabulary 
table to see if it recognises them. 




PARSER 



DATA TABLES 



ACTION TABLES 



DATAFLOW HO. I 

Once the parser has made some sense of the input (or rejected 
it. i:i which case we start again), it passes data to the action table, 
a block of subroutines (such as 'give' or 'drop') which refer to data 
in the data tables, perhaps amend it (mark an object as carried', 
for example), and then report back to the player via the user 
interface. Then we Start all over again. 

When w« actually come to write our game, we'll adopt a strictly 
modular approach This means thai well write each section of the 
program separately so that we can test it independently to make 
sure it works Some people like to call this sort of organisation 
structured programming- - but for the most part the underlying 
principle is simply common sense, 

Next month we'll plan out our game and discuss data structures 
a Utile more - including the first look at decision trees - a method 
of taking many if-then decisions in a program by using only one I F 
... THEN statement This saves a lot of space in Basic (and can be 
adapted for machine-code) because home-brewed adventures tend 
to be choc- a -hi or will IF statements - which are slow to execute 
and take a lot of memory space 



Contacting the Pilg... 

Don't forget that you can always drop the Pilg a line, contribute to 
the Clue Pot or perhaps even send us a Clue Cauldron with a 
complete solution to a single game and tips to go with it. The Cowled 
Crusader is always keen to hear your views on all aspects of fantasy, 
adventuring, and Middle Earth mayhem. And, of course, any 
comments about this months column (in particular the Pilg's slightly 
outspoken views about 1986) are most welcome. 

Wnte to me at Amstrad Action, or address me over the wires 
at my BT Cold address, S3: JNLE51 
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Sports simulations 

ADJUDGED JOINT NUMBER ONE SOCCER SIMULATION 

FOR ALL HOME COMPUTERS 

The June and July issues of COMPUTER GAMER magazine reviewed 16 soccer simulations, including Ocean's MATCHQAY and INTERNATIONAL 
MATCHOAY n28k&P», Addict's FOOTBALL MANAGER, Arties WOftLD CUP end WORLD CUP 2, US Gold's WORLD CUP CAH NIVAL Virgin "3 FA 
CUP. ate ate. MEXICO '&& was given a NOVA overall rating and 5 "planets" from 5 for Value far Money. Only one cuher gams could equal fliis. 

Com rr ado re's classic INTERNATIONAL SOCCEfl. 



ARE YOU STILL PLAYING THE SECOND RATERS? 



TAPE 1 
QUALIFIERS 



MEXICO 86 



TAPE 2 
FINALS 



A WORLD CUP MANAGEMENT SIMULATION 



On Jung 22nd 1986, England's- bid to bscoma World Champions for ths nest 4 years came to an end in the Az:eca stadium, Mexico City, How well did 
Bobby Rob son do? Can YOU outperform him? MEXICO S6 gives YOU Lhargeof l-ho England leam2 year's bufurfl I Me start of the Men ico finpfe. You must 
experiment with a ceritoraNsed squad who failsd" to qualify for the European Nations cup, drafting in players ss you see fir. ana nurse trie team through ine 
Qualifying stages of ~he World Cup. I j yql qualify you musi chesss your stjLad for Mexico, play through Phase 1, the groups of four, into the last 1@. Cars 
you now lake Er gland two stages further t nan Bobby Rotason and then win the big one? it takes a thorough jndersiBndirigyf International football to win in 
MEXICO '36. 

TAPE 1 ( Qualifier* r 

Current equad of 16 players + 2=0 user aeflwid players 
ANY teanr formation you choose- 2 from 8 substitutes. 
In mgtch tactics: any no of individual player adjustments. 
Your qualification group; full resjits and table. 



* 
* 
+ 



TAPE 2 (Final*) 
Choose s 20 man squad to take to the finals. 
Group of 4 prelims. 1 6 to final knockout corap. 
Extra Time, PENALTY SHOOT-OUTS, where relevant- 
Formation and strength Errforrnation on opposition. 



'ENGLANDS GAMES: FULL PITCH, 22 MAN, 3D GRAPHICS & SOUND EFFECTS. 



OUAL SOFT comment: Whh 5 levels cf play. 12 depths of sophistication and "fun" graphics, this gams tan be enjoyed by an 8 year old youngster as a 

'fun" game, and by the most sgpnisti cater: as a tai;t?C?l,''stretegy challenge (it the highest order. 



PACKAGE: Tape 1 plus Tape 2 plus 20 Page Manual In "Video 
Cassette" sty le pack. Qn.y £9.95 !57K RAM usage Some would est! 
this a MEGAGAMEJ V£& \1 W-iLL HUN ON YOUfl 32k ELECTA ON- 



au ALSO FT GUARANTEE: Sent by 1ST CLASS POST on day 
ihe order with P.O., Cheqise, Access payment is received. 

Telephone Access orders accepted. 



QUAL-SOFT, 
Dept. AA17, 
18 Hazlemere Road, 
Stevenage SG2 8RX. 



Tel: 0438 
721936 



Please supply: 
MEXICO '86 

CPC 464 

564, 




Access No. (if applicable) 




Odd Job Disc /Rom £12.95/ £19.95 

Still the best dine tUility package 

A complete disc utility with all the programs YOU have told us you 

wanted nil together in onenrmwing package, A total uf ;3SJk uf diet 

space used. 

Ju&l look at aome of the features: 

•A complete directory editor with which you can examine the disc 

directory and easily alter the contents. • Recover erased programs, 

* Hide programs from the directory. * A complete sector editor to 
examine and or alter the contents of files in HEX or ASCII. » Map 
out your disc and Inflate where files are on the disc, * Prevent 
programs from accidentally being erased. • An intelligent disc 
ropier thru ran copy those damaged ■ :ion~sUtndard devlata an a 
single or twin drive system. • Format in half the time on either 
drive. Ideal for 5.25 inch second drives. * Transfer your Little used 
programs/ files from disc onto tape to reclaim expensive disc $pocc. 

• Increase the speed of your disc drive by up ta 2(Wf:. * Load and list 
protected BASIC programs. ■ All instructions are supplied on disc 
on a separate help menu. • Simple to use with single-key selection. • 
Makes full use of the disc drive. A to A, A to K h H to .A. etc. * 
Compatible with all AM&TRAD CPC computers. 



AMSTRAD SOFTWARE UTILITIES 
FOR CPC 464/664/6128 COMPUTERS 



Fido Disc only £11.95 

A general file and disc organiser. If you can never find the 
program you want, then FIDO is your answer. Its many 
features will allow you to completely organise all your 
files discs and manipulate them using a specially 
designed database. This menu driven disc con siore up to 
200 discs cir2.lr>0 programs. Full disc utility section • 
security password system flit protect your database) * 
Separate programs runner • Will search and list * Sort 
into alphabetical order • Printer option • Finds free space 
• Very Simple to use. 

Super Sprite Cassette/ Disc £7.95/£ll.95 

Create fast moving animated games? easily. 

An extremely powerful and versatile piece of soft ware at a 
realistic price. SUFKK SHK1TK is a memhdriven friendly 
program which will offer you hours of enjoyment designing your 
own sprites. Included is a demo to show you the possibilities of 
designing and writing your own animated software. The complete 
instruction book gives examples of how to create and animate 
sprites for your own programming, 

All prices include VAT and P&P. For Europe add £1 per (ille. For 
AnsTralasia add £ 1 .75 per title. For rest of world add CI .50 per title. 
INC AIRMAIL CONTRE REMBOUSKMENT - £2.50 
EUROCHKQUHS accepted in sterling. 




WHITEHILL HOUSE, 6 UNION STREET, 
LUTON, BEDS. ff^B 




ADVENTURE 



Clue-sniffing with the Pilgrim 

Here's this months selection of lippos. Don't forget: contributions 
to the clue pot are always gratefully received by ihe Pilg. whose 
contact address is given elsewhere on these pages. And, of course, 
you can always send t:ps to my BT Gold mailbox, 83: JNL2S1 

This months clues come to you thanks to Joan Pancoft. Peter 
Dupont, Danny Ciegg, Rod Dunlop, Christian Dowd, and of course 
the Cowled Crusader himself... 

Warlord 

From the bear go 5EENE to avoid the quicksand. 

Jump onto the straw to avoid injury 

THROW the meat to the wolves. 

Suhsimk 

Grease the torpedo lube with butter. 

Fill tin? glass before plunging the sink 

Return to Eden 

(At beginning) Dig into the molehill and find the comfortable cave, 

where you should sleep wearing your radam: until after the 

explosion. 

Drop the pea and plant the egg. 

Give the fish- fungus to the leviathan. 

Throw the vine at the woodpile. 

Use the parachute to escape from the island. 

The leaf freezes the quagmire. 



Xobai of Sherwood 

Pick up the guarterstaff and fight with Little John to break the spell. 

Examme the statue outside the castle, 

Emerald Isle 

Give food to beggar for ID card. 

Throw long rope over arm in crypt and pull ti. 

Drop plank to cross marsh. 

Redhawk 

The robbery limes: 

13.00 Fusor in the jewellers 

J 3. 11 Techno ui the bank 
I3.BS Rat in the warehouse 
16.17 Merlin in the art gallery 

Price of Magtk 

Remetr.ber that the monkey is a brass one, and that ihe cold room 

is very gold] 

Aftershock 

Climb over the rubble. 

Give buna to elephant to get ramp. 

Use ramp to get over the chasm. 



k 



The Pilg looks back... 
and issues a WARNING! 



What a year was 1988! Jewels of Darkness - one of the best value 
compilations for a long lime - heralded an exciting new relationship 
between Rainbird and Level 9. Global produced one of the most 
original adventures to be seen tor some lime. Old Scores. And finally 
- and best of all Infocom really began to make its presence ft-lt 
on the Amstrad market by releasing almost all its games on CP'M 
format at affordable prices 

Rut let us not be complacent, fellow Pilgs, for there are some 
teensy-weensy points that the Cowled Crusader would like to make 
about 1986 which may not be welcomed by many. I have two main 
grtpes with mosi of the software I've seen first, they're too expens.ve 
and second, they are sppslbngly piogrammed. 

Now despite the fact thai Fm currently showing off my limited 
programming expertise in this column,, I don't rate myself particu- 
larly highly on ihe hacking stakes, But when it cornea to playing 
games that cost ten quid but still don't give you much more in the 
way of programming than I was seeing three years ago then.., well, 
'tis a crying shame, to say the- least. 

Take Aftershock for example. £9.93 to you, my fellow Pilgs, 
and all you get are some attractive graphics and a parse* thai can 
accept complex commands Now lhat may sound interesting, but 
graphics are 'Only as go<?d as the game they decorate. Someone 




recently wrote in and suggested Pd been harsh on AfietSflOGk, 
which he's played and enjoyed. He even enclosed a compete 
solution to the game 

. The solution, friends, fitted on one side of a small sheet of 
Basildon Bond nolapaper Is that ten quid's worth' Not in my book 
it ain't. 

Both Hunchback and Rebel Planet also elawnnd a tenner for 
their charms. And in my mind especially on replaying them 
recently I reckon lhat they don'l offer mora than one days 
dedicated playing at the most N'ow look at arcade games - Batman 
for instance. Be Pilg may not be hot on this area, but the esteemed 
Bob Wade reckons that most people wouid need about a week's 
serious playing to master n. And even then you could still 
something from playing ii 

But adventures are virtually dead once you've finished them. 
And that means they've got to be first-rate to get your cash. 

There have been some good signs, though. Subsuiik and Spy 
Ttek ■ both corning in at under rwo quid - show that budget 
advenn;re software is both possible and doesn't have to be dross. 
Stibsvnk took mo longer to finish than Aftershock at a fifth oftlie 
price, Okay, so ihe pics aren't quite that stunning, but I'tn in no 
dotib: which game I'd spend my money on. 

So what do you think? Let*s open the debate and during the 
coming year be really critical - not just for the sake of being nasty 
but because if we don't start getting choosy then the software houses 
aren't going to make the effort. And that, means thar in two years 
'time there won': be any UK software houses left in business - w«'U 
all be buying Origen dames and InJocom epics. 

To my mind the three most importaitl things in an adventure are: 

► Interaction - particularly with other characters. Remember the 
poodle in Wishhn'n$Br. Brilliant! Why can 1 ! some UK software houses 
bring a little more life into their Go North/Solve Puasle/Gat Object 
games? 

► Atmosphere CRL's DraCtila, reviewed m this issue, almost saves 
its face with some good text descriptions. Imagine what it might 
have been hke if the rest of the game's features had been as good 
►■ Parsing It really isn'l difficult to wnte a game that tells you which 
word U doesn't understand and why it's rejecting your inputs. The 
Pilg gives due warm: ?m now on any game not giving these 
sort of options is going to get a pretty hefty black mark. And 
RAHSm and RAMEFSTOFE arent that difficult either. 

So. let's hope that 1957 sees a bit of oomph from British software 

rouses fm fed up w.ih praising Infocom to the skies we can do 

oat as well, and win ourselves an American market in the process. 

Any more games that come in to the PUgs sweaty hands looking 

like relics from pie- Hobbit days are going to have a tough time... 
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COMPETITION WINNERS, 





BLASTER 



Master Blaster Winners 

Here are the gruesome and the hilarious results of our Master 
Blaster competition (published in the November issue}. The luck/ 
winners Of a Saisho ghettoblaster each in the two age groups 
under and. over 16 - are Martin Fagan of Dublin for his truly 
revolting one-eyed beast, and Ian McLaren of Glasgow for his 
sidesplitting five-a-side cartoon. 

Second prizes of Sony Walkmans go to Ales? Garland of 
Lor,don NWS for his delightfully drawn cartoon strip and to Nick 
Harper for a nightmarish guitar player (would Nick please 
contact us). 

The third-prize digital watches go to Gaxeth Hector of Largs 
for a real slob monster, and to P Newman of Weston-super-Mare 
for his missing- computer gag. 

The ten runners-up prizes of Masiertronic T-shirts (five in 
each category) go to: Jacob Williams, Cambridge: Paul JLrro- 
Strang, Havant: Liaket Ali, Leicester; Simon Shemih. Swansea; 
Karl Stokes, Ossett; Francis Agius, Southport: R Boissier. 
France; John Conway, Glasgow; Paul Robson Middlesbrough; 
J Smith, Southampton. Congratulations to aJJ who entered. 
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You can cruise through the heavens on a radio-controlled glider, 
float like a butterfly and sting like a sapphire V. quadpuise laser 
cannon mounted on art airborne ground attack vehicle in Stargljder. 
{ breath - cd) or terrorise the neighbourhood with a fast and 
low- Dying balsawood chuck-glider. 

If that sentence didn't take your breath away, the prizes 
certainly will. The Erst prize is a superb Veron Vortex nbrealass 
glider with radio control plus a copy of Raiiifoird s superb Master- 
uFirne, Staiglider, The former you can put together yourself and in 
the latter you can happily take lots of aliens span with lasers and 
missile*. 

The generosity doesn't stop there. Ten runners- up win a copy 
of the game just think of the endless hours of fun you can have 
with thus classic game combining superb vector graphics, a tremen- 



dous challenge and great gameplay. There are also 50 third prizes 
of a bajsawood chuck-glider which you can put together in no time 
at all. Armed with this fabulous flying machine you can bring down 
every paper plane in sight, knock over any precariously perched 
ornaments and crashlartd neatly into the washing-up bowl. 

To get your hands on this floating bonanza, all you have to do 
is answer four simple questions about the game. (Hint: why not read 
the review on pages 50-31?), Just pick the letters corresponding to 
the four correct answers and write them on a postcard or the back 
of a stuck-down envelope. Don't forget to add your own name and 
address. (Only one entry per pers 

Once you've done that, slap a stamp on it and send it to 
Starglidei Comp, Amstrad Action, Somerton, Somerset, TAU 
IPY. The entries should reach as by Febnwfy 11th. 
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BUY YOUR 

SOFTWARE 

FROM YOUR 

ARMCHAIR! 







Let Amstrad Action's unique mail order service do the walking. 



By thft time you've reached thi* part of the magazine, 
chances are you'd leve to get your hands on some of 
the software we've reviewed. And that's just what you 
can do. Our mail order service allows you to order 
virtually ANY pfoce of software for the Amstrad 
micros reviewed in the magazine. What's more you 
can save yourself a good sum of money on shop 
prices AND qualify for great free gifts. 

Hey, it's a wonderful way to buy your software! 



SUPER FREE GIFTS! 

Here's the great range of cassette software that you can get 
FREE with your order - most of these titles normal (y cost over 
€8. If your total order is over £ 1 5 you will receive ONE free title, 
and if it's over £30 you get TWO! Use the order form to mark 
your preferences and to delete any titles you already have. 
(Ahhough we will supply you with your preferences if we 
possibly can, we cannot always guarantee this - It's best if you 
mark at least three preferences in case some are out of stock.) 



V.KUMGFUVNUMBERl 

Two gi*at Ocean games on one tape, 

as given away wilh the Christmas £5 

I ssu« ol AA. II y ou missed it ihtjn. you 
could get it now, 
t THE COVENANT * DEMOS 
A ful I version of the AA- Raw PSS 
game on tape, togelho r with domos of 
four other PSS lilies, am) i ns trucfeona 
for transferring The Covenant to disk. 
As leaktnsd on the cover of our May 
1986 issue. 

3. DEVIL'S CROWN 
Proba Software. AA Rave, 

4. ALIEN 8 

3D Classic. Ultimate 



5. HERBERTS DUMMY RUN 

Mkrogen fun , AA Rave. 

6. ELECTRO FREDDY 
Arcade tun. 

7. SPLAT! 

AmsoH eniertsnrnwL 
B WRIGGLEH tBiaby) 
Great version of Centipede. 

9. PYJAMAHAMA 

First Mikrorjen Wallv gamel 

10. SPANNERMAN 
Odi&QOMIe. 

11. HUNCHBACK 

Save Eumwtfdaon the castle. 

12. MESSAGE FROM ANDROMEDA 
CtatwtdMMMlfllUffL 
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HOT STUFF 



FREE! 



with any order over £5 

A C15 data cassette containing 
high-quality tape specially desig- 
ned for computer users. It comes 
in a library case with blank inlay 
card. 



FREE! 



with any order over £1 5 

Your pick of any one of the games 
featured in the Super-gifts box. 
Most would normaliy cost £8-1 0! 



FREE! 

with any order over £30 

A blank 3" disk OR your pick of 
any TWO of the games featured in 
tirte Super-gifts box, 



HOW ORDERS ARE DEALT 
WETH 

Jlmvixad Action Mail Ordar tt run 
here in Somerton by the aupei- 
afficlcnt SUE TAYLOR. The woro»t>. 
nkD gets mart ma Li in a day than 
tnnmt people get each year" 

Unless your order include t 
progr-ams which our supplier* 
cannot gel hold of for some re- 
ason, S«e deip itches all package* 
by first class mall within tit o or 
three working d*ys o* receiTim.g 
the orders Thrwlort, you tan 
normally caprei to receive ynnr 
parcel about a w*ck to 10 daft 
after, rrdeiinrj. 

if it** delayed beyand that 
C hence* are- yotj'ue ordered a tins 
which hain't y«t boon released oi 
is temporarily unavailable. In 
which C**e a phone call from you 
WON'T i peed things dp, (la fad 
the reverie - phone tail* *r« wary 
fctrn*-COnaiamin.o;-) II a long* delay 
were likely we'd let yom know 



PLEASE BEAR IN MIND 

1, The fad that a -program it re- 
viewed is the magazine does not 
guarantee its availability unce 
some software it revlfrwed 

BEFORE it has actually been 
released. 

2- W« art happy la refund your 
order al any lim.e np So lh« de- 
spatch of the goods. Sat because of 
the possibility of copying soft 
wan . no refund or exchange lo an 
alternative piece of software c*n 
be given after they have he or. de- 

* patched . Software which doe* not 
load may be returned for * rev 
placement casivtte or di*C con- 
taining the *ame softtr.tr* either to 
m or directly to the fOftw&r* 

house concerned. 
3, We try to he as accurate as we 
can with detail s of price, compati- 
bllily and disk availability, but 
cannot accept liability for any 
errors that creep in. 



OVERSEAS READERS WELCOME 

Readers In the Republic of 
IRELAND can order any of thee* 
goods at (he umi rates as British 
readers provided that payment i» 
r*"*de in poand. 5l*ilin.g. If you 
wish to pay in Irish pounds yo-u 

mutt add a IR3.50 aercharge rN 
ADDITION to allowing for the 
correal exchange rate - that"* 
what it cowti ui to pay in your 

cheques <» postal orders. 

Headers *ll+ where in 

EUROPE most add £l per software 
item to th# COft or th*ir Older. 
Payment mail be in pounds 
Sterling. 



Strt^Kit-cftricAispavfTto^; (a: AAMa^!0^t^eY.^BPInelrV<^adOrtVc.Sam^^!lc1r^.Sf}me's<t^.^fl! I 6JP 




MAIL ORDER FORM 



Address , t , iiT ..„ 






., , „„ Post 00 de 


Machineowned: lcPC464 riCPC664 DCPC6123 

Erter oh p*«grtm* y*j wmh. Id order in **• ipacri twlgw, Undsf PRICE 1 fsu mull enl« S* hJl weommendedretiil prion. (Thia aide al [he 
Iwtn ia HOT to be u*4d lot #ny g| wr special *t*w*-l1 ynu wpnt mor then 1«e itome, ydu ahowld Hal diem an a etpa* rm p*>ce 0' piper. 


SOFTWAHETITLE SOFTWARE HOUSE DISC'CASS PRICE 


1 








2 








3 


p 




4 










PRE-DISCO 


JHT TOTAL 





Tka ana at the HtwMing ateonSna to yov Ppfc-OISCQUHT TOTAL 

_ Under £5 O CS-9.99, lendose a 50p dtecount voucher. Ei0-id,99, lonckjseaEl dtscourit vtjucwr 

fj £15 19,99. lendoseaEI vouchcranddaima (reegift. [jjf^ " 20 - 39 leoctoS4S3E2voudiefarddama firs& gift, 

L.I £30-40.99. 1 endow a £2 voucher and datm twogiKs .Over £50. I enclose a £5 voucher and claim %vo gifts 
T0TALPAYABLE FOR MAILORDER £ PRE-DlSCOUNT TOTAL minus cRseount):[F 

ArXI rtiii tw-^I t» VK *n<«UV payable on *n| «f»cy«l ollrr» orctanKi ct r»v«-ia side [ | 

How delate 1mm ihi* ist I he game* you already haw. and circle th* ftifts youwovIdpiriicuLaf1yEIJ(tas r ouf haagiltle), 
Kung Fu ■ Covenan: « D^nl's Crowi - Alien fl - Hert>ert"s Durmny ftun ■ cJedno Froticfy -Splat! 

WritjglBf - P/ja^narama * Spannei'iTian * HlUJiehbaek * Ma&6S@s From Andrsnusda 



SPECIAL OFFERS 



Half Price! 

Special offer for readers taking advantage of these pages: 

ISSUE 4 - with OCEAN 
cassette 

Only 75p if you order any other item from these two pages! 



The 1 1 6-page Christmas issue of 
Amstrad Action? with Kung Fu and 
Number One from Ocean on a cover 
cassette, retailed for £1 .50 and as 
a back issue normally costs £1 .85 
You can have a copy and halve the 
original price if you take up any of 
this month's Speciaf Offers. 

The cassette is arguably the 
best gift ever stuck to a magazine 
cover, and up to the standard you 

Save chaos! 



would pay pounds for over the 
counter. KungFu has superb 
animation and a two -play or option; 

Number Oaa is an addictive rolterball 
game with super-fast 3D graphics. 

And the issue itself isn't bad 
either, with our usual reviews and 
news, a look insfcfe Ihe doors of 
Ocean, and plenty of maps and 
game-pokes. Supeib vaiue at £1 .50, 
and it could be yours for 75pf! 



MAGAZINE BINDERS 



Only £3.95 

You ask fid foi them and now you've go! 
them. No more pi£f?5 of Amstrad Actions 
cluttering up your living room carpet. and 
getting, SOb, battered to pieces in the pro- 
cess, instead a superb, cusiom-boiK bmdet 
specially designed to lake 12 copies of AA 
and preserve them in pristine condition for 
prosperity feud easy future reference). 



These binders look every bit as good 
as the magazine, and include the name 

Amstrad Action' embossed in blocked 
N/sw/vap Gold on the spine. Individual 
magazines arc- held m place by beirtg 
slotted behind one of 12 wires 

Loyal readers, don't delay. Request 
your binder right away? 



AMAZING 

Buy two and get one free! 

Another incredible offer from the A A 
Dream Fulfillment Deportment. Buy 
any two of our ail time top 20 games 
at their normal ashing price and you 
can obtain a third CQMPIETELY FREE! 
The onty condition is that the re- 
commended retail price of the Free 
game you choose cannot he greater 
than that of either of the two games 
you buy. (You cannot, for example, 
buy two budget games on tape and 
claim a free full price game on disk! 
We 're generous, but not insane.} 

All you have to do is cast an eye 
down this mouth-watering list and 
pick out the games you fancy. Then 
tick two off on the order form and 
circle the One you want thrown in. 

Remember these are the 20 titles 
picked by Amstrad Action reviewers 
as the best games ever released on the 
CPC machines. You could hardly hope 
far a better way of expanding your 
software library. 

BATMAN 

Ocean Software, $8-^5 eass, £14.95 disk 
BOULDERDASH 

Mirrorsoft, £9.95 cass. £14,35 disk 

BOUNDER 

Gremlin Graphics, £3.95 cuss, £13.95 
dink 



SPECIAL OFFER FORM 



Fill in your name, address and machine type on the reverse of this form. Then place a lick next to those items 

you wish to order. 



1 . Cover cassette titles 

Ail at just £5,95 cass, £10.95 disk! 



DRUID 

STARSTRIKE2 
DCOMDARK 
HEARTLAND 
HIVE 



D cass □ disk 

□ cass D disk 

□ cass □ disk 
D cass D disk 
D cass O disk 



2. Top 20 games offer 

Piease TiCKths TWO titlss you wish 
to buy and CIRCLE the title you wish 
to receive free, ffthe three games 
have different prices you must BUY 
the mors expensive two, and have 
the ctwapastone free. 

CASS WSK 
Batman DE3.S5 □ £14.95 

Boukterdaah QE9.S3 D £14.95 
Bounder DE3.SS D £13.95 



Docmdark. R. 
Druid 

Elite 

Get Dexter 

H.O.T.Magick 

H. Encounter 

Knight Ty me 

lightforoo 

Wars port 

Revolution 

Sorcery Plus 

Spindzzy 

Starstriko 2 

Tau Ceti 

Thrust 

Tomahawk 

TLL 



□ £9.95 □ 

□ £7,95 □ 

□ EH.95D 

□ £9.95 □ 

□ £9.95 □ 

□ £8.95 □ 

□ ££.99 

D £9,95 □ 

□ £9.95 □ 

□ £9,95 □ 

□ 

□ £9.95 □ 

□ £9,95 □ 

□ £9.95 D 

□ n.99 

□ £9,95 □ 

□ £6.95 D 



TOTAL NUMBER OF ITEMS TICKED 
TOTAL AMOUNT PAYABLE ON SPECIAL OFFERS 



£14.95 
£14,95 
£19.95 

£14,95 
£14.95 
£13.95 

£13,95 

£13,95 

£14,95 I 

£13 95 

£14.95 

£14,95 

£14.95 

£14,95 
£13 95 

u 



3. Maestro Sound Unit 

□ £36.95 complete 

4. Magazine binders 

□ £3,95 

5. Back Issues 

At£1.35:DNo.3DNo.5 

□ No.9nNo.10DJMo.il 

□ No12DNo13DNo 14 

□ Issue 4 for 75p! 

(only wnnouwcdeK 'ram awu sages; 



I t-nclose a cheque or postal order for this amoul. plus the total payable tor mall ordor an Iha mvorso of this 

farm. The payment is made out to FUTURE PUBLISHING LTD, 



I 

I 
I 
I 
I 
I 
I 
I 
I 




PLEASE NOTE 

These offers -ire separate horn the 
:**! of our mail-eider scheme. Yea 
camsol us* the vouchee on ih« rnnif- 
oxdar page 10 obtain further dis- 
counts or,d fra* girts we'v* arre&dy 
knocked off the mwt we z*n' H*w- 
WeY, if ynu prefel . you may order 
«ny of th* item* on this page 4t teu 
NORMAL FULL PRICE Curtragfc !*ie 
ordinary mail-order tcfoftmt on the 
previous page You e»n ifccn j.-m? the 
re.evam voucher and, it ihe pr.C* is 
over £1 3, claim • free gift. Thi* could 
make mi* if you ar* ordering 
ether goodi at 4he •unn time . 



SPECIAL OFFERS 



rOP 20 GAMES OFFER 



DOOMDARK'S REVENGE 

Beyond, £9.95 cass, £13.95 disk 

DRUID 

Firebird, C7.9S cass, £14.95 disk 

ELITE 

rirebird, £14.35 cass, £19.95 disk 

GET DEXTER 

PSS/Era, £9.95 tass, £14.95 disk 




HEAVY ON THE MAG1CK 

Gargoyle, £9.95 cass, £14.9S disk 

HIGHWAY ENCOUNTER 

Vortex, £&.95 case, £13.95 disk 

KNIGHT TYME 

Mjsterlronic, £2.99 cass 

LIGHTFORCE 

TTL, £8,95 taas, £13.95 disk 

MAR SPORT 

Gargoyle, £9.95 cass, £13.95 disk 

REVOLUTION 

Vortex, £9.95 cass, £14.95 disk 

SORCERY PLUS 

JLmsofyVijgin, £13.9S disk 
SP1NDIZZY 

Electric Dreams, £9.95 cass. £14.95 disk 

STARSTRIKE1I 

Realtime, £9.95 cass, £14.95 disk 

TAU CETI 

CRL, £9.95 cass. special edition £.14-95 
disk 

THRUST 

Firebird, £1.99 cass 

TOMAHAWK 

Digital Integration. £9.95 cass, £14.95 
disk 

TORNADO LOW LEVEL 

Vortex, £8.95 cass, £13.95 disk 



MAESTRO MAGIC 

Stereo amplifier, speakers., headphones, 
only £36.95 complete 

Since the A A offices took possession 
of a Vanguard Maestro sound system, 
game-playing has entered a new 
dimension. 

No more feebte, tinny squawks 
from the well-meaning but sadly 
inadequate speaker inside poor 
Arnold, instead rich, powerful spine- 
tingling SOUHO. 

And the stereo? if yov wont to 
make a Commodore 64 owner go 
green with envy, stand him between 
the Maestro speakers during a good 
Amstrad game. The effect is stunning. 
Only A msfrads con do this! 

Using the Maestro h a doddle. If 
fust plugs info any CPC machine's 
earphone socket, ft doesn't even need 
a separate power supply,, since it 
cleverly links up to the Amstrad's 
own. Once it's there you just position 
the two powerful speakers, adjust the 
balance using two independent vol- 
ume controls, then sit hack and soak 
up that stereo. 

And if the noise annoys, you can 
always use the pair of headphones 
supplied for private amplified listen- 
ing! Or better yet you can link up to 
your own Hi Fi speakers and blast out 
the entire neighbourhood! 

We think the Maestro h magic, 
and we z r$ delighted to he able to offer 
it at £3 off the recommended retail 
price* 

A great chance to discover what 
your Amstrod is really capable of.,. 



COVER CASSETTE 
SOFTWARE SENSATION 



The big five Telecomsoft titles 

Amsirad Action's Christama$ cover 
cassette allowed yov to taste some 
superb software from the Teiecomsoft 
tria of software labels; Firebird, 
Beyond and Odin. Now you can buy 
the real thing at remarkable low prices 
exclusive to A mstrad Action readers! 

' £5.95 it ih* itittitf* ("(( Olik verfhnf test 
iv$l£}0,9S 

Save £Z 

DRUID 

Only E5.95 tape, £10.95 dil k! 

If you think level 2 was good, you should 
try the rest of this classic AA Mastery ante 

Save £4 

STAR5TRIKE 2 

Only £5.95 tape, £10.95 disk J 

Another AA Masteigame al little more than 
half price. 



at an incredible £5.95* each! 

Save £4 

DOOMDARK'S REVENGE 

Only £5.95 tape, £10.95 disk! 

The massive Beyond epic with thousands of 
views, stunnmg atmosphere. 



Save £4 

HEARTLAND 

Only £5.95 Jape, £10.95 disk! 

Yoi: were knocked out by the Odin ad, now 

try the thing itself, 



Save £4 

HIVE 

Only £5.95 tape, £10.95 disk! 

This exciting title is (at lime of going to 
press> due for an early January release. 
We'll send il as soon as -.ve get il. 
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EXTRA SPECIAL OFFERS 



FREE MASTERGAME 
FREE BINDER 

The goodies pour in when you subscribe to Am sired Action! 



tf only costs £16.50* to guarantee 
yourself a year's regular supply of 
Amstrad Action, the only magazine in 
Britain 100% dedicated to the Amstrad 
CPCs. 

And to- show you how much we 
vofue your company, we're offering 
new subscribers an amazing bargain: 
your choice of any one of six f obvious 
Mastergames on cassette or disk ah* 
solutely free* If you choose the cass- 



ette version of your game, you can 
also have a gorgeous, high-quality 
Amstrad Action binder to keep your 
magazines in perfect nick right 
through the year! 

The subscription price covers aft 
postage and packing plus the extra 
cover prke of any 1987 special issues 
(there were two in J 9861}* it aho 
guards against future price rises. When 
you add to all that the value of the 



goods you're getting free,, and the 
satisfaction of knowing yov won't 
miss an issue in 1987, ft becomes 
quite a tempting offer, don't you think? 
Forget the PCW 82561 Forget the 
PC 15121 Give your CPC a treat for the 
New Year! Join the double* A team. 



' Ihit pries i* for (k* UK onrf EIRE (ifeHtag only 
plfoit). The prl«e for oltier Ewrepton countries i* 
M3.50- jtwdflis outsl«k Ey*apa ihould uMts to ut faro 
quote. 



Send this form to; 

AA Subscriptions, The Old Barn, So merlon, 

Somerset, TA115AH 

Offer closes February i5tn, 1997 



SUBSCRIPTION FORM 



Yea, 1 want to lake out e 1 2- month subscription 
1o Amslrod Action end receive a free 
Msstergame. 

Neme 




Pick any one of these titles 

on cassette or disk! 
■ (cassette users get a 
binder too!) 



Address 



Telephone no. 



Tick the nama ofiha FREE MASTERGAME ot 
your choice. 

GAUNTLET □ REVOLUTION 

D HEAVY ON THE MAGICK □ BOUNDER 

□ SP1NDIZZY D DRUID 

New tick ONE of the two options betow 
Q 1. Please send me the Mas tergame on 

cassette AND a free binder 

□ £, Please send me the Mastorgame on disc. 

PteasQ makv clivqvcs and POs for £ W, 50 
payable to Future Publishing Ltd. Or pay by 
credit card. 

Access Visa No. 



Card expiry dale 



ACCESS + VISA HOTLINE 
If you own one o! lh*se c-edil cafes 

you can place your order by ictaphono. 
Just dial 0456-7401 1 and ask fa 



"Credit card orders". 



EJ 






,/ 



SPINDIZZY 

Best AA rating ever. 

Masiergame March 86. 

RRP £9.35 cdss, £14.95 disk 



REVOLUTION 

Drizzling Vortex oricrinalily. 
Mastergame Novo:trtxu' 86. 
RRP £9.95 cass, £14.95 disk 



GAUNTLET 

Pure gold from US Cold, 
Mastergame Christmas 05. 
RRP £9 9 5 ca ss, £ 1 4 95 d isk . 



DRUID 

Firebird classic, 
Mastergame December 06. 
RRP £7.95 cass. £lfi.&S disk 



HEAVY ON THE MAGICK 

Gargoyle's greatesr adventure. 

Master game July fi(5, 

RRP £9. 95 cass, £14.99 disk 
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'DE Games jd. 
" ■'E,hGIJ&G, 



"I JUST COULDN T BELIEVE HOW MUCH THERE WAS IN IT" um « 

"ACE IS ONE OF THE BEST SIMULATORS I HAVE EVER PLAYED" :,. 

"THERE ARE FLIGHT SIMULATORS AND THERE ARE FLIGHT 
SIMULATORS - AND THEN THERE'S ACE" 
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Supa Soft Discount Software 
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BEST BYTE SOFTWARE 
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(BOTH PROGRAMS 0NCISC:0NLY £38.00) 

Cheques. P.OS «: -^K 

BRIAN JAMES (SOFTWARE) ^ 

21 LAMOND PLACE, ABERDEEN AB2 3UT 

Tel: 0224 $39070 "fc 
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THE LANDSCAPE UTILITY -Reviewed in this issue 
■ creates its own PIXEL-WORLDS tn ^6 colours! A new 
form of computer intelligence, this is spontaneous 
LANDSCAPE CREATION.. • CasHes * Lakes * Islands ■ 
Forests • Seascapes * Rocky Mountains * Night scenes 
with moon and stars * Winter scenes... A NEW SHOW 
every day... * Easy saving & loading of screens * Easy 
colour controls, for fantasy landscapes. • Incredible pixel- 
wcrds in £Q seconds, * For parties ar-d shop -windows; for 
photographers and machine-cade freaks. Amstrad 
Imagination is here - for any CPC machine 
LANDSCAPE UTILITY: DISC £22.00 TAPE £19.00 



■ P1XELRAVA Spectacular, spontaneous, everchang ng 
coloured displays from this powerful machine coda 
Dreg-am. Sheer visual beauty.., never the same Ideal 
cen repines tot the XMAS PARTY. 
Easy saving & loading Ot screens. 

PIXELRAMA:DJSCnt.aD TAPEE8.00 
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VIDI 



© 



THE Video Digftiser/From» Grabber 

For CPC 464/664/61 28 

Grabs Comptete Frumes from Video or Camera 

Grabs In Mode 1 or Mode 2 

Updates AmsfTOd Screen In 0.3 seconds 

Digitises 1 6 shades In Mode in under 4 seconds 

Ful I Software control of 

1 6 Separate Levels of Co ntrasl and 5 rtgh hn ess 



ALSO: ROMBO 



© 



THE 8 - Rom Box That fits AU CPC Machine* 
£34.95 Inc p&p from: 

Rombo Productions, 62 Meodowbcnk, 
Lodywetl, Uvin^ton. West Lothkm, SH&46SL 

feh (05063 39044 
AU. PfiOOUOSW STOCX. FULWFWOff NOT OCUSMIED 
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It's Centre, The Queen; Your Mission, Search and Destroy. It's What 
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TAPE 
£9.95 



HIVE 



AMSTRAD DtSC 
£17.95 



SPECTRUM 
AMSTRAD CPC 

\U ***** « J tes*tn»i) r rrtf Mm el BrriiM ItlmonmuricitK-ii |He 




riffScSfr^GJ 



KKLbtHQ SOFTWARE. 
FIRST FLOOR, W-^flNBTW OXFORD ST., LONDON WC1A IPS 



MAR. ORDER 
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ML ORDER: AUNTIE KAY. 'FREEPOST FiWEBfflD. FP*ST 
FLOOR. 6*-7« HS W DXFOTO ST.. UOMDOH WCl A I PS. 
*H01 



AMSTRAD 8.95 COMMODORE 8.95 SPECTRUM 7.95 
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It was a oae-in-aniillion accident - 
but Number Five, designed to be a 
strategic artificially intelligent 
weapons system, the most 
sophisticated robot on the planet, 
has escaped - and has come to 
the conclusion that he's alive! 
Now the scientist who put him 
together wants to take him apart 



Ocean Software Limned 

Ocean House 6 CcrwraJ Surest Manchester M2 5NS 

Tdci>hoiw0&l83266J3 Tete* 66W7 Oceans G 
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: 



again to find out what went wrong. 
The president of Nova Robotics wants 
to capture him before the weapons he's 
carrying kill millions of civilians. 
I And the security chief wants to 
blow him up so that he can get 
home in time for dinner. 
YOU are Number Five... YOU are alive 
and YOU have got to stay that way! 




■ihiwl t in ui Hi rr.trVmjrl ■ il Tn S\tr rVmrey rr ,irtd PSD PrrsfnT.itiiirN 
hlHh 11 i-Mir hi !i«w. Inc. ifid KU V tt li trt MkMV i. -\i Rttfti faKruMt 



